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COVER STORY 

PROJECT OVERKILL: 18 

Imagine a cross between Robotron , 
Syndicate and Doom where the player tra¬ 
verses a series of isometric levels, leaving a 
trail of wanton destruction in their wake. 
That's Project Overkill. But what could be 
just another 3D shoot 'em up offers a num¬ 
ber of methods of play; for example, as the 
player sneaks into a room full of bad guys, 
he then proceeded to wipe them out using 
the biggest gun imaginable, before a using 
a knife to pick off any stragglers strayed 
into range — displaying either tactical 
stealth or gung-ho brutality. 

PlayStation Plus has been given exclusive 
behind-the-scenes information and access 
to dig deeply into one of Konami's new 
breed of game which promises quality with* 
out a licence. 


M 



REVIEW5 

RESIDENT EVIL: 58 

Everything you've heard about creepy old 
houses is true. And some! 

JUMPING FLASH 2 : 68 

That cute little Robbit is back, investigating 
world upon world of mayhem and madness. 

DARKSTALKERS: 72 

More high-kicks and dragon-punches from 
some of the ugliest people you'll ever meet. 

MEGAMAN X3: 76 

One of Japan's most famous sons hits the 
PlayStation, and brings his best enemies. 

THE CHESSMASTER 3D: 80 

The game you thought was just for nerdies 
with no friends arrives to prove you wrong. 

NFL GAMEDAY:82 

Fast, powerful and gruelling action from the 
gridiron. But what, exactly, are the rules? 

GALAXIANS 3: 84 

Another early Eighties shoot 'em up moves 
over from the arcades to the home console. 

NHL FACE OFF: 86 

One of the world's more ferocious looking 
sports, it's Ice Hockey time. 

DOUBLE DRAGON: 88 

They made a lousy movie of it, but here it is 
back again, now on the PlayStation. 


RECULRR5 

NEWS: 

WipeOut 2097 comes to the PlayStation 
alongside news of two new Star Wars conver¬ 
sions and more than thirty brand new levels 
of Doom 

TIPS: 

An in-depth look at Street Fighter Alpha, as 
well as a walk-through of D alongside anoth¬ 
er selection of handy hints for games includ¬ 
ing Alien Trilogy, Battle Arena Toshinden , Cex, 
and The Need for Speed. 



PLU5 POINTS: 

Your views on the good ship PlayStation. 



flooding the 


FERTURE5 


THE FUTURE IS HISTORY: 50 r 

Namco leads the current trenc 
PlayStation with its Museum collections, 
spearheading the onslaught of classic com¬ 
pilations. Cynical as ever, PlayStation Plus 
asks the question "Are they a nostalgic trip 
down memory lane or money for old rope?" 


WORTH IT5 WEIGHT IN GOLD?: 104 

Just how much are PlayStation games 
worth? Are we being ripped off as recent 
letters to Plus Points have suggested? 
PlayStation Plus heads off to find some 
answers from the people who ought to 
know - the ones you think are doing the rip¬ 
ping off! And where are the best places to 
get more games for less? Is 'previously- 
owned' an indication of damaged goods, 
and how do mail order companies keep their 
prices so much lower than the High Street? 









THE FUTURE 15 HISTORY 


OVERKILL: 

Into battle as you must help Earth defend 
itself against the meanest set of uglies ever. 


SPACE HULK: 

The Genestealers have taken over the wreck 
age of old space craft. 


MAYHEM: 

It's the future and the destiny of mankind 
rests with those battling the BioMechs. 


ATLANTA'96: 

As the world at large gears up for the 
Olympics, so does the PlayStation. 

BU5T A MOVE: 

Who'd have thought shooting multicoloured 
balls could look such fun? 


BLAZING DRAGONS: 

A simple tale of Sir George versus a dragon 
Only the dragon is the good guy! 


Born from the fires of an evil invasion, she 
steps into the battle for the world. 


BASEBALL: 

America's most 

popular sporting 

sensation maloes 

the transition to the PlayStation 


TRANSPORT TYCOON: 

Fancy yourself on the local council's Planning 
Reform Society? Here's your chance. 


FIROANDCLAWD: 

Sour old cop teams up with streetwise 
unconvicted thief to take on 


the crimelords 


Ha^^gskyrocketed 
American software 
giants Acclaim to suc¬ 
cess in the UK, company 
President Rod Cousens 
has only just begun his 
mission to dominate the 
video game sector. 


Interrupting his battle plan. 


PlayStation Plus speaks to the 
industry's most respected veteran. 





PSB- 



W ith Wipe Out firmly established 
as one of the games which put 
the PlayStation on the map, 
Psygnosis are already hard at 
work at its sequel: WipeOut 2097. Roughly 
50% complete, WipeOut 2097 retains the 
third-person and in-ship views of the original 
while the development team have taken the 
opportunity to expand upon every other 
aspect of the game. The sequel now opts for 
a more arcade game feel, with pit stops, 
checkpoints and damage metres added to 
the basic race idea, while the number of 
weapons and ships available have been 
scaled up, too. Similarly, in order to make 
the races more action-packed, fifteen craft 
participate in each race as opposed to the 
eight of the first game, across six new tracks 
(two of which are hidden). Other enhance¬ 
ments planned include improved intelligence 
for the CPU-controlled craft, new ship 
designs, and more options than before. 

The game code is roughly halfway there, 
with the design and new inclusions decided 
on, and the programmers currently making 
the changes. In terms of technical alter¬ 
ations, the WipeOut engine is being radically 
overhauled, with the developers conscious to 
make the collisions more accurate, more ani¬ 
mated backdrops are to be included, while 
smaller elements such as the loading times 
are also being trimmed. 

Expanding upon the original WipeOut 
hype, once again Designers Republic are on 
hand to create brand recognition, and the 
WipeOut 2097 design team have a larger role 
than before and are contributing an entire 
menu screen, while Psygnosis are currently in 
the process of securing a number of licensed 
music tracks for the final game. The 
Liverpudlian team have been given access to 
a number of unreleased tracks by techno 
artists, and feel that the final tracks will be 
essential in creating the futuristic atmos¬ 
phere the first game enjoyed. 

Basically, WipeOut 2097 is the first of what 
Psygnosis call "second generation" titles. 
While the main game engine remains the 
same, every aspect of the game has been tin¬ 
kered with to make it even better. Once 
again, two machines can be linked together 
for dual play, and the all new tracks and 
extra classes planned will hopefully extend 
the sequel's lasting appeal. 

Psygnosis are currently lining WipeOut 
2097 for a release sometime during October 
or November. 



PSYGNOSIS GEAR UP FOR THE 


OF THE 



DESCENT 

A regular in this column, but the game has 
passed through Sony's quality control tests, 
and is set to debut within the next week. 
Awarded 90% in PlayStation Plus Issue 4. 



NHL FACE OFF 

Sony's attempt at an ice hockey game is one 
of the most playable versions to grace any 
machine. It manages to combine realism and 
playability. Reviewed on Page 86. 



NFL GAMEDAY 

Once again, Sony turn their hand to the 
world of sport - this time attempting to 
steal the NFL crown from EA's long-delayed 
John Madden licence. Reviewed on Page 82. 


























RISE 2 RESURRECTION 

A lot better than any of us thought. By no 
means a serious competitor against Street 
Fighter Alpha, but playable - if a little limit¬ 
ed. Awarded 78% in PlayStation Plus Issue 8. 


VIEWPOINT 

EA's much-delayed Zaxxon clone is finally set 
to hit the shelves some six months after it 
was reviewed. Probably. Awarded 83% in 
PlayStation Plus Issue 3. 


WILLIAMS ARCADE CLASSICS 

GT Interactive's trip down memory lane 
offers more highs than the Namco Museums, 
but the likes of Bubbles still drag it down. 
Awarded 89% in PlayStation Plus Issue 8. 
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Virgin's affiliation with Lucasarts is set to 
reap its first PlayStation rewards - as 
these first shots of the Sony version of 
Dark Forces show. Converted from the 
eighteen-month-old PC version, 
PlayStation Dark Forces retains all the mis¬ 
sions of the original, but has been spruced 
up graphically with Doom-style lighting 
effects and tidier sprites. For the uninitiat¬ 
ed, Dark Forces is effectively 'Doom meets 
Star Wars' with the player controlling a 
mercenary working on behalf of the rebels 
on a fourteen-stage battle through the 
Empire's bases. Word has reached the 
rebels that the Emperor has commissioned 
a 'Dark Stormtrooper' which will be used 
to wipe out rebel alliances. With light 
sabres, rifles and other weapons instantly 
recognisable from the three films. Dark 
Forces looks set to appease PlayStation 
and Star Wars fans alike. A release date has 
yet to be set. 


( MICRO MACHINES 3 ) 


( FIFA '97 ) 


( CRASH BANDICOOT ) 


Development of Codemasters' Micro 
Machines 3 is racing ahead, and in the first of 
a number of updates, we are proud to bring 
you the first shot of the 30% complete code. 
While the basic gameplay has been left 
intact (ie race around everyday tracks in tiny 
vehicles), the game now sports a 3D engine 
which allows for a number of camera views 
and fully rendered vehicles. At the time of 
writing, three tracks have been completed, 
with provisional plans for another 70+, pre¬ 
pared by a team of four graphic artists — 
including one guy alone who has preped all 
the light-sourced vehicles! Similarly, every 
backdrop item - which range from daffodils, 
dogs and bridges - has been created as a 3D 
model and can be viewed from any angle. 

The version we have played is very easy to 
control and manages to keep the simplicity 
and playability of the original Megadrive 
code. However, Codemasters also have plans 
afoot to introduce power-ups to the game, 
and these include a claw which is added to 
the player's vehicle to send opponents spin¬ 
ning off the track, and invisibility. A further 
update of Micro Machines 3's develop will 
follow next issue, along with new pictures of 
the courses. 




Crash Bandicoot is the latest home-grown 
addition to Sony's burgeoning release sched¬ 
ule. Crash is a rat-like creature who Sony 
have dropped into a 3D world inhabited by 
all manner of evil adversaries - and who have 
kidnapped Crash's young lady. As such, the 
player guides our rodent hero around a series 
of 3D levels, jumping on heads and generally 
making it to the end of the stage. Despite 
the character's cute appearance, Sony do not 
want Crash Bandicoot perceived as their 'sig¬ 
nature' character as Sonic and Mario are to 
Sega and Nintendo, but comparisons are 
inevitable. However, the release of the game 
to coincide with the Nintendo 64 launch in 
April is less than a coincidence, especially as 
both Mario and Crash will be exploring play 
areas viewed in full 3D... 


Just as PlayStation owners faced a lull in the 
number of football games release, EA have 
returned to the field with news of FIFA '97. 
Once again programmed by EA's Canadian 
division, we are promised an entirely new 
game engine with all the complaints about 
the first game's lack of speed and strange 
views apparently rectified. Similarly, the 
number of teams is to be raised to allow for 
even more league sides, and the players 
within are to be given more detailed statis¬ 
tics and capabilities. The final icing on the 
FIFA '97 cake, however, is that it will feature 
three-way commentary with Andy Gray, John 
Motson and - yes! - Des Lynam teaming up 
to provide views on the on-field events and 
team decisions. EA are thus hoping to create 
commentary which is as varied as possible, 
with the three commentators saying their 
lines in different states of agitation or tone, 
allowing for banter between the trio. FIFA 
'97 is currently 40% complete, with a Nov¬ 
ember release currently under discussion. 
































( SOVIET STRIKE ) 

EA are preparing to revive one of their great¬ 
est 16bit franchises as a PlayStation title. 
Soviet Strike is a helicopter-based shoot 'em 
up, with the emphasis on arcade playability. 
Viewed from up and behind the helicopter, 
Soviet Strike drops the player into a number 
of war scenarios which are gradually built up 
around a plot of a proposed Russian invasion. 
The Strike series started on the Megadrive 
five years ago with Desert Strike , and contin¬ 
ued with Jungle Strike and Urban Strike mis¬ 
sions — but the Sony code is far beyond any¬ 
thing seen in the series before. Development 
details and plot specifics are to follow, but 
EA are hoping their latest offering will touch¬ 
down in November. 



( ZERO DIVIDE 2 ) 


With Zero 
Divide having 
received 
mixed reac¬ 
tions earlier 
this year, 
games devel¬ 
opers, Zoom, 
are back at 
the drawing 
board, pre¬ 
paring to unveil their mighty sequel. While 
the first release was generally criticised for 
lack of depth and a sloppy control system. 
Zero Divide 2 looks to have rectified all these 
problems with a much improved engine. 
Running at the same speed as Tekken 2, it 
features all-new graphics and vastly 
improved levels of detail. As robots take 
damage, parts of their body shells (or units) 
will now fall off until only a skeleton exists, 
while the dodgy camera system has also had 
an overhaul. However, the project is current¬ 
ly only 20% complete, so don't expect to see 
anything for until well into the summer. 


( FINAl DOOM ) 

Damn exiting news comes from GT Inter¬ 
active this month, as they reveal that, come 
Autumn, PlayStation users can look forward 
to over thirty brand new, never seen before, 
what's-all-this-then, hard core levels of 
Doomular action. This will no doubt come as 
great news to several hundred PlayStation 
Plus readers, as we must have had about 
40,000 different sets of password codes sent 
in for the original game already! 




( REBEL ASSAULT II ) 

In addition to unveiling the first Dark Forces 
shots, Lucasarts have also unveiled pictures 
of the imminent PlayStation conversion of 
Rebel Assault II. A slightly enhanced update 
of the PC code. Rebel Assault II is another 
attempt at cracking the 'interactive movie' 
nut, with the player playing a rebel rookie 
out to defeat the evil Empire. This is effected 
by entering a number of space dog fights, 
running gun battles, and mastering the con¬ 
trols of numerous craft from the three films 
through tortuous caverns - including a trip 
through the narrow caverns of a labyrinthian 
planet while being attacked by TIE Fighters. 




STREET FIGHTER ALPHA 2 


More good news for Street Fighter pilgrims, 
courtesy of those kind folk at Capcom - 
Street Fighter Alpha 2 is on its way! Yes, a 
scant few months after the first game's 
breathtaking conversion, the sequel is now 
under construction, and is currently 40% 
complete. The game play and Anime-style 
graphics are carried over from the first 
game, but new features include a DIY Super 


Combination system, and the reappearance 
of some old faces. Street Fighter 2's, Zangief 
and Dhalsim are back along with the original 
Street Fighter’s old man, Gen, Final Fight's 
ex-boss Rolento, and a new female Ryu- 
esque character called Sakura. The hidden 
characters from Street Fighter Alpha - Dan, 
Akuma, and M.Bison - will all now be in¬ 
stantly selectable characters. 



DO YOU HAVE A PLAYSTATION HABIT? DESPERATE FOR TIPS ON RIDGE RACER REVOLUTION AND ALL THE LATEST GAMES? 
CRAVING FOR DETAILS ON FUTURE RELEASES AND COMPETITIONS? CALL POWERLINE. WE RE HERE TO HELP YOU DEAL WITH YOUR 
ADDICTION 24 HOURS A DAY, 7 DAYS A WEEK, 365 DAYS A YEAR. ALL CALLS WILL BE TREATED IN THE STRICTEST CONFIDENCE. 


0881 505 505 


and “PlayStation" are trademarks of Sony Computer Entertainment Inc. “TouchTone service, calls are charged at 25p/min cheap rate, 39p/min at all other limes (correct at Apr ’96). Calls cost no more than £2.99. Please seek permission from the bill payer before making the call." ‘Adcall, P.0. Box 3000. London N20 9HR0. 
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DARKSTALKER5 

Not really a very good start for the 
Cyclone this. Though the joypad feels 
incredibly solid, it feels a big too big in 
the hand. I always start testing a joypad 
with a beat 'em up simply because the R 
and L buttons are so important. In this 
particular test, it's just too uncomfortable 
to get to R1, R2, LI and L2 buttons 
every time. 2/5 


JUMPING FLASH 2 

Yeah, fine. Considering Jumping Flash 2 
only uses the R and L buttons every now 
and then, the bulkiness of the pad isn't 
quite such a problem as it was with the 
beat 'em up. It's still a little too big to 
completely sit in the hand, but as far as 
sturdiness and reliability goes, every¬ 
thing's hunky-dory. 3/5 


MEGAMAN X3 

There's next to no L and R button use in 
Megaman X3, so this is a good test of the 
ergonomics of the pad as a long-play 
option. The truth is that, while not partic¬ 
ularly different to the standard Play¬ 
Station pad, it still feels too chunky for my 
liking. The stretch from the palm of your 
hand to the buttons is slightly wrong, and 
well, I dunno. It just don't feel right. 3/5 


OVERALL 

I've said it before and I'll say it again — 
with the standard joypad being so well 
designed, it's always hard finding a good 
reason to recommend anything else. Sure 
the Cyclone has a circular Dpad and the 
turbo buttons, but for general, non-spe- 
cialised use, it's just too damn chunky. 
This is an advantage sturdiness-wise, but 
for sheer comfort I'd still have to recom¬ 
mend the standard pad or the AsciiPad. 


( BALLBLAZER ) 


A month or two back, we revealed that 
Lucasarts were planning to update their 8bit 
classic, Ballblazer to the PlayStation. We are 
now pleased to be able to show the first 
shots of the stunning-looking conversion, 
which looks as far removed from the blocky 
C64 game of yesteryear. Ballblazer for the 
PlayStation again pits the player against a 
second user as the pair battle it out to put a 
floating ball into each other's net. Viewed 
from one of a number of cameras, the play¬ 
er's vehicle is what appears to be a large 
chair, which grasps and shoots the ball via a 
gravity field controlled by the facia buttons 
— however, to keep things interesting, the 
distance between the goal posts shrinks 
after each conceded goal! Virgin have 
secured the rights to a PAL release for 
Ballblazer , and a full preview should follow 
next issue. 




( NINJA ) 

Derby's Core Design are about to fill one of 
the few remaining 'genre gaps' left in the 
PlayStation market, with a walk-through 
fighting game going by the name of Ninja. 
Though we've been inundated with one-on- 
one beat 'em ups, we've yet to see any of the 
so called 'fighting adventures' made popular 
by such hits of yesteryear as Kung Fu Master 
and Way of the Exploding Fist 2. Due in 
Autumn, Ninja pits the player as Kuwosawa, a 
young ninja trying to escape a demon lord 
intent on using him as sacrificial fodder. 
Fifteen levels of isometric 3D beat 'em up 
action are on offer here, with the player 
needing to learn more than fifty combat 
techniques to succeed. A complex camera 
system will be used to ensure the action is 
always clear and impressive. 






ALIEN TRILOGY 

If you've completed Doom but want more 
of the same, you could do much much 
worse than get yourself this extraordinary 
film licence. Atmosphere, strategy, and — 
let's be honest - damn scary aliens come 
together to create an excellent and 
absorbing one-player romp. 


DESCENT 

Immerse yourself in a totally confusing 3D 
environment, as you navigate your craft 
through spooky and danger-filled cham¬ 
bers and caverns. It's a shoot 'em up, but 
it's also a strategy game, but it's also a bit 
like Doom. Anyway, one thing it definitely 
is, is bloody good fun. Hurrah! 


STREET FIGHTER ALPHA 

Just when you thought it was time to put 
the old beat 'em up genres away in favour 
of Tekken , along comes the best Street 
Fighter game yet. With tons of characters 
to play with, plus tons of new moves and 
combos to experiment with, this is as good 
as 2D fighting games get. 
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OVERALL: 3/5 
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Since Acclaim shoulder-barged into the software industry it has thrived to keep ahead of the competition by pushing the back the lim¬ 
its of video gaming. Having pioneered motion capture technology and proved that movie licences do actually make decent games, 
Acclaim's frontman , Rod Cousens, readies himself for the next challenge - a grilling from PlayStation Plus. 


R od Cousens is the industry veter¬ 
an. Forming his own software 
company, Quicksilva, with a pro¬ 
grammer he once tried to sell 
insurance to, Cousens was then 
approached to kick-start the 
European office of Activision, located deep 
in the heart of Berkshire. It was at Activision 
that Cousens started the licenced video game 
boom, responsible for bring many of the 
arcade's biggest coin-ops to the home com¬ 
puter including Power Drift, R-Type and 
Afterburner. 

Ten years on. Rod Cousens is the now well- 
respected President of Acclaim UK, a compa¬ 
ny which has forged itself a reputation for 
remaining at the cutting edge of technology 
and releasing top quality software. Even 
after all these years Cousen's still gets excit¬ 
ed by forthcoming games, and is still looking 
for the ultimate movie tie-in... 


How would you say the software indus¬ 
try has changed since you started? 


Rod Cousens: "Well, it was very much a hob¬ 
byist/enthusiast market in those days. We 
would go out and participate in fairs at the 
Royal Horticultural Halls where the stand 
would be a trestle table piled high with your 
£3.99 or £4.99 cassettes with self-printed 
colour inlays. You'd take cash and look across 
at the other guys, and there'd be a sense of 
camaraderie. There's still an element of that 
now, but it's far more serious, far more pro¬ 
fessional. There's a lot of money being spent 
in marketing, and development costs have 
soared. Major corporations have come into 
play, so it's on a much bigger scale than it 
ever was. 

"When it started it was a hobbyist market 
that came out of peoples' homes, and when 
you gathered them together it was like a big 
club. It's not like that at all now, with fierce 
competition, high stakes and animosity. You 
have to deal with all of that." 


P R 


So do you prefer it now or do you wish 
for the old days? 


RC: "Emotionally I preferred it as it was. We 
all grew up together, and it was almost like 
you were playing on the same football team. 
You had a real sense of revolution and chang¬ 
ing the world back then. It was rebellious and 
trailblazing. Today we recognise the fact that 
it's global and business practices have been 
adapted accordingly. Commercially, it's obvi¬ 
ously much better today. We've grown a 
business. I would say we're still at the silent 
picture stage today. The computer games 
and interactive entertainment software 
industry is at the stage the motion picture 


"The computer games 
industry is at the stage 
the motion picture 
industry was at in the 
silent days. When we 
started we were out 
there virtually cranking 
up our cameras for 
Charlie Chaplin to do 
his stuff." 


industry was at in the silent days. If a book is 
written in twenty years, I think that's how 
we'll be viewed. When we started we were 
out there virtually cranking up our cameras 
for Charlie Chaplin to do his stuff. It's cer¬ 
tainly how we felt in those days." 


pi I You've been pretty much at the fore- 

_Ifront of movie and game licenses over 

the years. How important do you think they 
are now compared to five years ago, when 
the difference between the home machine 
and the arcade machine was far greater? 

RC: "I think they are important, because we 
appeal to a lifestyle. I can draw on other 
industries to give you examples of that. If 
you were in the sporting goods industry, how 
important do you think having Nike and 
Reebok would be to you? Having a number of 
children now and having to buy these things, 

I know it's important to them to have the 
brands. I can suggest something when I take 
my son out, but it's always Nike, Reebok, 
NBLA gear. You get into a real pissing match 
if you try to change that! So yes, it's impor¬ 
tant, but I also believe it's the charter of the 
software publisher to pioneer. That was par¬ 
ticularly true for me at Activision where 80% 
of the product output was developed in 
Europe and we'd built a portfolio where we 
had products like B 7 Bomber, and Deus Ex 
Machina from Mel Croucher. In a way you 
have to do that, because that's how you push 
the frontiers of the industry. People talk 
about Doom these days. There is only one 
Doom , but how many clones have there been 
since its advent? I don't think you can go out 
and copy that - you have to go out there and 
surpass it. That's your charter. Commercially, 
licenses are incredibly important, because 
you're addressing a lifestyle of young people 
who wear jeans, T-shirts, Sony Walkmans, 
baseball caps, eat fast food, etc. That's their 
lifestyle. Within that mix there is a pre¬ 
awareness that you can carry over - if there is 
a movie that is important to them, you can 
tap in on that. In the home computer market, 
coin-op has always been extremely influen¬ 
tial. I would say that is part of a lifestyle. The 
word of mouth and excitement of taking 
something from the arcades into the home is 
almost more influential than a movie." 



mmm 











How nervous are you at signing up a 
movie that is relatively unknown, like 
Cutthroat Island for example? 

RC: "The Americans call it rolling the dice, 
which is what you do. You put yourself into a 
situation where all of us - the competitive 
software publishers - could go out and 
license a known hit after the event and say, 
'What a smart boy am I.' The reality is that to 
avoid the competition you have to tackle the 
market early at script stage. If you believe in 
the cast, and the producers and director, if 
you believe in the storyline and distribution, 
you weigh up the odds. It's extremely high 
risk. The answer to your question is: how 
many movies make it? The classic example 
last year was Waterworld. It was extremely 
high budget, and for some time prior to 
release everyone was saying there was no 
way that the motion picture company could 
recoup. That may or may not prove to be cor¬ 
rect, but it's a high risk situation where you 
get some right and some wrong. That's the 
nature of the business." 

So how much of the movie do you get 
to see before you sign up? 

RC: "Zero. You get the script. By the time 
they're into casting, it's too late. When I 
started off in this business, we would devel¬ 
op a project in three or four months and pub¬ 
lish it. When you moved up a generation from 
Spectrums to STs and Amigas, you moved to 
six or eight months, and occasionally a year. 
Now you're looking at two years develop¬ 
ment. If you want to gain a marketing advan¬ 
tage from the film, you pretty much have to 
buy on script so you can go out with the 
movie. Often you won't know who the stars 
are. Sometimes you have relationships with 
groups. We have a relationship with Jim 
Cameron and Lightstorm Entertainment 
where we have the first option on his releas¬ 
es. We certainly try to tie in with the movie 
as early as possible, and are hungry for infor¬ 
mation. We support him just as we expect his 
support in reciprocation." 

Alien Trilogy was in development for 
about three years. Did you at any time 
think it was time to cut it off because it was 
taking too long, or did you always have faith 
in the product? 

RC: "We always had faith in the product. 
Conceptually it's just great. If I got that one 
every time I'd love it. Alien 4 I'm sure will be 
enormous - I can tell you that because we 
won't get it. Fox Interactive will. Part of the 
delay on Alien Trilogy was because of the 
interactive technology. Not only were we 
prepared to persevere, we were not prepared 
to compromise. I think the success it's enjoy¬ 
ing in the market today justifies that." 

p^p lHow big a part does the Playstation 
_Iplay in Acclaim's future? 

RC: "A significant part, because of its success 
in the open market. Sometimes the hardware 
vendors can enjoy the support of the soft¬ 
ware publishers because of historic relation¬ 
ships. As a software publisher you can lose 
out. I would say a classic example might be 
3DO, or the Atari Jaguar. Because Sony have 
been effective in the distribution of the 
PlayStation, and by all accounts will continue 
to be effective, our success reflects their 
market share. I'm sure the people at Sony 






may have other ideas, but for me the success 
of the hardware system is dependent on the 
software. As long as Sony do not attempt to 
dilute the market with substandard software, 
it can hold up. Sega is the biggest and most 
successful coin-op company in the world at 
the moment, and if they translated their 
products over to the Saturn as well as they 

"With Mortal Kombat 
we had to deal with 
political uproar over the 
violence issue. I think 
we handled a very 
difficult situation 
with integrity." 

have in the arcades, then that would be a big 
support. At the moment, the distribution of 
Sega remains untried and untested in the 
European market whereas Sony seems to 
have forged ahead. But I think we have to 
wait and see. As long as Sony manages that 
process, I see no reason why they shouldn't 
remain a substantial part of our business. We 
will continue to support them." 

P >|You a senior position within Acclaim. Is 

__lit difficult keeping in touch with the 

public and what they want? 

RC: "That's a great question, actually. As you 
get older it's got to be harder to do. You'll 
laugh at this, but who wants some old fart 
running a young, dynamic entertaining busi¬ 
ness? I don't think you can sit in these jobs 
and pick up gold watches. There comes a 
time when you have to move on. One of the 
benefits for myself is that for my sins I have 
managed to produce a lot of children, so I've 
gained first hand experience of the market. 
I've got them from twenty down to one, and 
I've watched them participate in this market 
and seen what affects their buying habits. 

The feedback I get is first hand. But I would 
say that you can't do it forever." 

f J '~! I So how are you with video games and 

_I your children? Some people seem to be 

very protective. 

RC: "I don 't mind. I've argued with members 
of Parliament when they've challenged us 


over the impact of Mortal Kombat on the 
youth of today. They do not give children 
credit. I would say that children are logical, 
and become illogical as they get older. 

Whilst I recognise that video games are an 
influential factor, they do not create the 
social problems of the countries we live in 
today. I don't believe that video games creat¬ 
ed Moss Side. For people to lay the ball in 
that court because it's high profile is nonsen¬ 
sical, and generally no more than a smoke 
screen for their own inadequacies in govern¬ 
ment or opposition, I have no time for that. 
On the other side, as a parent, if you were to 
ask me whether I agreed with my child play¬ 
ing video games for sixteen hours a day and 
doing nothing else but lock himself in his 
room, then absolutely not. In his waking 
hours, it's part of his mix, together with run¬ 
ning around the garden, being taken out, and 
fighting with his brothers. I wouldn't allow 
him to be totally preoccupied with it. He's 
keen on football and snooker, doing all the 
normal things children do. People saying that 
video games are not educational in the way 
that books are is a big argument, but I'm sure 
that interactive entertainment software will 
be used as a great educational tool in the 
times ahead. Also, if you put a child in a book 
for sixteen hours a day, you'd get a social 
moron who'd be about as entertaining as 
wallpaper. I think people are completely mis¬ 
judging the situation. Kids can differentiate 
between real life and what's on the screen; 
the trouble is, the parents can't." 

Acclaim is now associated with many 
3rd party developers. How important 
do you think these developers are to boost¬ 
ing Acclaim's profile? 

RC: "For me that's a retail issue because the 
size and scale of the market is such that it can 
only justify distribution through a limited 
number of channels. If you look at the film or 
music businesses, they will use one of the 
five majors to access the market even if 
you're an independent label. I would see 
Acclaim as being one of the majors in the 
interactive entertainment business, and part 
of our charter is to lay open those facilities to 
some of our other publishers and developers. 
Hopefully we've done our job and can attract 
them, in a way that doesn't de-value their 
brand or their standing." 

Are you worried that they might release 
an inadequate product which could 
damage Acclaim's reputation for releasing 
high quality video games? 

RC: "Well, we would hope that they would 
not, obviously. If they chose to, that would 
be their right because they are the publisher 
and it's published under the Domark label, 
not under the Acclaim label. They would have 
to take that commercial decision." 

Do you believe the gap between movies 
and video games is closing? 

RC: "Yeah, I do, absolutely. I was at the Sega 
Saturn launch and watched Heart of Darkness. 

I tell you what I see us moving to, even in 
marketing - some of the old movie posters, 
with pictures of the stars and that kind of 
thing. So yes, I see the two converging." 

There's obviously a market for an inter¬ 
active movie, but do you think it will 
actually work? 








RC: "Ah. I think you will get the outtakes of 
the movie and build the game around it. I 
think it depends on the extent to which you 
can gain the participation of the stars. Some 
of that is coming through. I mean, how many 
interactive games has Christopher Walken 
appeared in? That's what's happening more, 
buying in the acting profession. Now a lot of 
people on the other side have argued that 
the motion capture technology can replace 
actors. I would think that's an accusation that 
has been levelled at Acclaim. I would say that 
we can put the motion into a situation, but 
how can you put in the emotion? Jack 
Nicholson is Jack Nicholson; a digitised 
image is not going to replace him. What you 
have to do is script it and then try to secure 
the services of those actors." 

Given that a lot of Acclaim's titles are 
. movie licenses, how threatened do you 
feel by the big boys like Fox Interactive mov¬ 
ing in on the video game sector? 

RC: "I don't feel threatened at all. I think the 
onus is on us to prove that we can compete 
against that. What's to say that we can't go 
in and become a motion picture company? I 
don't see why not. We are in a very inspira¬ 
tional and stimulating market place, and as I 
perceive, motion picture companies are inde- 

"Kids can differentiate 
between real life and 
what's on the screen; 
the trouble is, the 
parents can't." 


pendent of it. So if we can attract the talent, 
why can't we move into their markets? On 
the other side, I would ask the question: how 
many of the conventional entertainment con¬ 
glomerates have been successful in interac¬ 
tive gaming to date? I'm struggling to think 
of one! So I don't fear the big boys, I respect 
them. I welcome them, and it would be a 
nonsense for me to turn around and say to 
you that Disney cannot be successful at it. At 
the same time, I don't see why we can't enter 
their market places if we have to." 

Acclaim pioneered the motion capture 
technology. How do you plan to next 
use or advance the technique? 

RC: "We believe we've got a resource there 
which is ahead of anything else in the mar¬ 
ketplace, and the only constraint thereon is 
the hardware systems available. Once 32 and 
ultimately 64bit systems become wide¬ 
spread, I think the applications are enormous 
in every area. I see us getting into real-time 
interactive movies." 

Of Acclaim's forthcoming releases, 
what are the most exciting? 

RC: "I'm trying to work out what I can tell 
you here! I would say clearly the relationship 
with Warners is an exciting development. We 
have some products in sports categories 
which we haven't announced yet which will 
underpin our business over the next year in 
so much as they will become franchises and 
evergreen projects. Many of our titles 
haven't been announced yet, so its difficult. I 




just expect to be competitive!" 

What do you think will be 'the next 
big thing'? 

RC: "In hardware, more evolution and net¬ 
work gaming. Unlike America there isn't a 
European cable network, so global network¬ 
ing is out of our control. Assuming there was 
a common network, the ramifications of 
someone in the States playing someone in 
Paris playing someone in Moscow is just 
enormous. The interesting thing in that the 
machine will break down the language barri¬ 
ers, which is incredible. Governments haven't 
been able to do that!" 


What about the Nintendo 64? 


RC: "I think the capability of the machine is 
extremely exciting. A lot will depend on the 
pricing of the software, which hasn't been 
determined yet. Again, if I was talking to you 
in the German market, I would venture it 
would be the dominant force because of 
Nintendo's distribution strength there. In the 
rest of the world it will depend on the titles 
and the price of the software. If Nintendo 
allow relaxation of titles and allow us to 
exploit our catalogue on that machine, I 
would say it's a very exciting prospect. I just 
hope the software pricing doesn't constrain 
it from being a success. My personal opinion 
is that by the time the machine hits the 
European market, by the end of the year at 
the earliest, games are unlikely to appear 
above fifty pounds to be competitive." 

Where do you see Acclaim in five 
years time? 

RC: "I see us as a fully integrated interactive 
entertainment business that participates in 
motion pictures, interactive entrainment and 
network gaming." 


And what next for Rod Cousens? 


RC: "For the next two years at least I'll be 
trying to increase our market share in 
European business and build the organisation 
- which I believe is the most talented in 
Europe and has the most horsepower - by 
attracting young people to carry on with our 
long-terms goals. After that. I'll be tending 
the roses somewhere in southern England! 
I've enjoy this industry for the last fifteen 
years. I wake up feeling excited, always look¬ 
ing for tomorrow, so long may that continue. 
Work isn't a drudge for me, and when I con¬ 
sider that it is for most people, I feel I'm 
extremely fortunate." 


Rod Cousens, thank you. 




SOUNDBITES 

Rod Cousens on. 


THE SONY PLAYSTATION 

"A well-marketed, high profile 32bit 
machine that's captured the imagination of 
the public." 

THE IMPORTANCE OF MARKETING 

"Paramount. Marketing is the message and 
if you don't get the message across, you 
have failed." 

THE WORST ACCLAIM GAME EVER 

"Probably George Foreman's Boxing ." 

THE RELEASE HE'S MOST PROUD OF 

"Mortal Kombat. Not necessarily because 
of the product, but because of the cam¬ 
paign which we put behind it. It wasn't just 
the marketing, we had to deal with politi¬ 
cal uproar over the violence issue, and I 
thought we handled a very difficult situa¬ 
tion with integrity." 

NINTENDO 64 

"High potential. In Nintendo's hands it will 
be interesting to see if they can realise the 
potential. I hope they're not as confused 
as the market would suggest they are." 

PRICE OF GAMES 

"Too expensive. It's a lot of money for a 
kid. Games should be in the £15-£20 range 
to be a mass-market item. Costs need to be 
reduced to facilitate that. The reason 
prices are so high is that they are manufac¬ 
tured through a controlled network. 
There's no discount for bulk product 
afforded to you when you manufacture 
through Nintendo, Sony or Sega. How 
much they charge us ultimately dictates 
the retail price." 

THE HIGH POINT OF HIS CAREER 

"When we did Softaid, raising money for 
charity. Our percentages against the 
record industry were higher and also we 
were responsible for introducing compila¬ 
tions into the industry and so the industry 
benefited. The high point of my own career 
was being able to participate three times 
at Quicksilver, Activision and Acclaim in a 
successful litigation." 

HIS LIKES AND DISLIKES OF THE 
SOFTWARE INDUSTRY 

"My likes? People. I think they're incredi¬ 
ble interesting. The talent never ceases to 
amaze me. Also the thrill of discovering a 
new product has never left me. My dis¬ 
likes? Some of the people! The retail struc¬ 
ture in this country is oppressive, and I also 
think some of the technology is holding 
creative talent back." 
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L ast May's E3 expo in LA was an eye-opening 
time for anyone who doubted the 
PlayStation's imminent success. With the UK 
launch mere months away, cynics were claim¬ 
ing that Sony's boasts of over 200 games in 
development were a gross exaggeration. 
However, as a wander around Sony's stand 
and, indeed, those of any of the exhibiting software 
houses would reveal, if anything Sony were under¬ 
estimating the number of imminent titles. Of all the 
games on display, one of the most unusual factors was 
that the number of licensed titles to grace the 
machine was surprisingly low. Granted, there were 
conversions of Mortal Kombat 3, Street Fighter Alpha, 
Tekken, and Starblade to appease arcade-goers who 
wanted nigh-on perfect conversions for home use, but 
these were running alongside the likes of WipeOut , 
Ballblazer, and Krazy Ivan. 

But of all the original titles on display, the one that 
impressed PlayStation Plus was the tentatively-titled 
Overkill from Konami. Fresh from the success of 
International Superstar Soccer for the Super NES, 
Konami were shouting the loudest about Coalstorm 
and Parodius for the new Sony machine, and Overkill 


was merely displayed as shoMoop of video footage. 
Within the minute or so on display, thouglt^we were 
very impressed with what we saw. Imagine a cross 
between Robotron , Syndicate and Doom where the 
player traverses a series of isometric levels, leaving a 
trail of wanton destruction in their wake. That's 
Overkill. But what impressed us the most was the 
sheer adaptability of the gameplay. What could have 
been another 3D shoot 'em up allowed the player a 
number of methods of play. In the demo, for example, 
a room full of robots were toiling away as the player 
sneaked in behind them. From here, the player's rep¬ 
tilian character then proceeded to wipe them out 
using the biggest gun imaginable, before a second clip 
showed him using a knife to pick them off yyhen they 
strayed into range — displaying that either stealth or 
gung-ho brutality were available tactics. 

It has been nearly a year since that extremely early 
glimpse of Overkill (now retitled Project Overkill ), and 
PlayStation Plus has been given exclusive behind-the- 
scenes information and access to Konami's American 
research and development department to dig deeper 
into one of the new breed of games which promise 
quality without a licence. 
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owartjs the conclusion of the 16bit 
* era, originality was an almost 

r NA impossible dream. Unless the lat- 

v jfl >7 est cartridge release was suitably 
pi y1 equipped with a licensed character 
of some variety, a game was destined 
to fail — and even Sonic's impact was 
lessened as gamers grew tired of such repetitive 
fodder. Initially, it seemed as if the PlayStation 
was set to follow this self-destructive path as all 
the major companies jumped on the bandwagon 
with movie tie-ins and coin-op conversions. Yet, 
for some reason, what appeared to be a deluge 
of licensed product failed to appear, and instead 
the PlayStation was released alongside the likes 
of WipeOut, Destruction Derby and - admittedly 
an example of a weak original title - Rayman. 

During the tail-end of the 16bit existence, one 


of the companies hit hardest were Japanese 
innovators, Konami. Renowned for the off-beat 
Parodius, and the superb Probotector and Castle- 
vania series, the latest Konami games were vic¬ 
tims of the licence game and only International 
Superstar Soccer gained the company any kudos. 
Now, however, the PlayStation's revival of good, 
original ideas is set to bring the company new 
fortune. After the disappointing Parodius conver¬ 
sion, Konami are back to what they do best, and 
Project Overkill is their main title to put them 
back on the gaming map. It mixes death and des¬ 
truction with blood and gun-fire, and a cast of 
aliens large enough to fill the Star Wars cantina. 
Your mission is simple: find a way to eradicate 
the alien menace. But, for the first time in a 
shoot 'em up, there are many ways to achieve 
this goal... 
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The floating droids that patrol the later lev- 


Shooting an oncoming foe at close range\ 


CAUSES SLIGHTLY MORE DAMAGE — ALTHOUGH USE 
OF HIGH-IMPACT WEAPONS ALSO REMOVES SOME OF 
THE PLAYER'S ENERGY. 


The planet Viscera 5 is a lynchpin in the 
long-running battle between Earth and 
Visceran natives. As mankind has blun¬ 
dered through the galaxy, morality has 
become forgotten. If a planet, required 
as a stop-point for future plans, needs 
'cleansing' before the humans can colo¬ 
nise, Earth authorities won't think twice 
about sending crack squads to wipe out 
the indigenous life forms. Such genocidal 
policies haven't exactly endeared us to 
our stellar neighbours, and eventually 
leads to a running battle against the like- 
minded Visceran race and their assorted 
mutant off-shoots. As the two empires 


collide, entire galaxies are laid to waste 
and both sides realise a number of strate¬ 
gically important planets hold the key to 
who controls the cosmos. So, as a mem¬ 
ber of one of Earth's crack teams, the 
player is dropped on to the ravaged sur¬ 
face of these Viscera-dominated moons 
and left to wreak a trail of destruction in 
order to render it ripe for Earth ships to 
take over. Each planet, however, plays 
host to a number of Visceran outposts 
which govern the thousands of mutants 
patrolling the platforms. Using stealth or 
gung-ho tactics, these are the primary 
targets for each mission. 


Project Overkill is set across a series of 
scrolling isometric stages, but its basis 
came from a number of ideas the team 
wanted out of what they would consider 
the perfect video game. "The things that 
appealed to us were non-linearity, gore, 
believable interaction... well, violence, 
enemy variation, gore, level quantity, 
mission variants, gore, multiple charac¬ 
ters, varied deaths, and gore," offers pro¬ 
ject leader Mitch Ueno. At its most basic 
level, the team had decided they wanted 
a game that revelled in its blood-thirsty 
nature, but never got repetitive. Ueno 
continues: "In its simplest form, the game 
we wanted to develop was an action 
game that tried to portray the conflict 
element in more realistic terms. For 
example, enemies that flash and disap¬ 
pear when killed provides little visceral 
gratification to the player as there's no 
sense that the character's weapon has 


any real power behind it. Now, if you 
have a bowling ball-sized hole shot 
through an enemy's chest that sprays 
blood on the wall behind him, and he 
then grabs his mid-section and keels over 
on to his face — you begin to visually cue 
that the player's weapon is pretty damn 
potent!" As such, the team feel that 
Project Overkill is more akin to a playable 
action movie than the majority of shoot 
'em ups that have preceded it. 

From what we've seen, we're not going 
to argue either, as the (plentiful) deaths 
really are a sick highpoint of the game. If 
an oncoming enemy is shot, they spin 
around, with blood gouting on to any¬ 
thing nearby. Similarly, the use of differ¬ 
ent weapons adds to the variety, with 
nearby characters blown into walls and 
killed if hit by the shockwave created 
from a lobbed grenade. 


ELS ARE QUICK-MOVING AND RESILIENT TO GUNFIRE. 

Even heat-seeking missiles are useless against 

THEIR METALLIC SHELLS. 
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As Konami's development team 
attempt to make Mortal Kombat 
3's grisly deaths look like an 
episode of Crange Hill , they have 
let their imaginations run wild 
with a series of gross little 
touches which add to the frenet¬ 
ic nature of the game. Whenever 
an enemy is shot, huge holes are 
blown out of them with a spat¬ 
tering of blood hitting the wall 
or anyone behind them. It was 
always Konami's intention to 
make the deaths as realistic as 


possible, and this becomes ever 
more apparent when utilising the 
different character's abilities. 

Jendryk, for example, can 
sneak up behind sentries, and 
slit their throats before dragging 
them out of sight. Similarly, if 
Quogg bludgeons a foe to death 
and leaves them in a crumpled 
pile, walking across the pul¬ 
verised corpse initiates a 
squelching sound, followed by a 
trail of bloodied footprints left 
in his wake! 


Unlike most games. Project Overkill leases the dead where 


As befits a game of wanton 
destruction, each of the four 
characters is equipped with a 
weapon suited to their particular 
skills. This weapon is also capa- 


Konami's team began their 
weapon inventory on paper by 
determining which sort of 
weapon would benefit the char¬ 
acters the most. Althea, for 


Viscera 5 is made up of three 
large continents, each of which 
must be paralysed by the human 
team. Having been dropped into 
a relatively safe point, the car¬ 


droids, arachnid/robot hybrids, 
and reptilian thugs. Each foe is 
equipped with a hit point scale, 
and this is reduced with every hit 
they concede - with the more 


ble of firing four different styles 
of projectile, with the necessary 
ammo accumulated throughout 
the game. Class 1 ammo, for 
example, is basic rounds, while 
Class 4 is normally the ultra-rare 
homing or heat-seeking missiles 


example, as the best all-rounder 
of the four, begins with a single¬ 
shot rifle which inflicts five dam¬ 
age points. However this can be 
upgraded with flame-throwing 
abilities, incendiary grenades, 
and even a phosphor rocket 


nage begins - and the assorted 
Visceran mutants make their 
debut. There are a number of 
species on the planet, some of 
which are homegrown, while 
others are soldiers of fortune on 
the Visceran payroll. These duly 


powerful weapons obviously 
doing the most damage. Some of 
the tougher creatures attack 
with health metres containing 
over 100 points, but Konami 
have ensured they have an 
Achilles heel which leaves them 


which can clear several foes with which incinerates absolutely range from Visceran guards (the particularly vulnerable to one 


one hit. 


everything in its path. 


most plentiful opponent), to 


d L IdLK mtJlIiUU. 
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As the wanton destruction begins, the player is offered the chance 
to step into the combat boots of one of four would-be heroes. 


LANSLOW KREEG 

Earthling 

Armsman 


ALTHEA TIMMERON 

Transhuman 

Demolitions 

Expert 


Varied climate 
A weapons 

expert with no morals whatso¬ 
ever. He enjoys the destruction 
of reptilian races, and his overt 
aggression can be traced back 
to experimental drug use from 
a past army unit. A side-effect, 
however, is that this make him 
prone to uncontrollable 
destructive urges — which 
proves devastating when toting 
the latest military hardware... 


Desert Planet L__I 

Having worked for a num¬ 
ber of terrorist groups, Althea 
moved on to mercenary work 
where her explosive talents 
were on offer to the highest 
bidder. The most tactically- 
minded of the quartet, her only 
downfall is her pyromaniac ten¬ 
dencies which generally leaves 
most visited areas burning in 
her wake. 


QUOGG S'SENTHINON 

Saurian v 

Infantry 


JENDRYK ESPION 

Hyrkanian 


Swamp World 

Genetically ^ _ 

bred for use in the team, 
Quogg's intelligence is lower 
than that of your average 
weather girl, the reptilian war¬ 
rior's tough hide and massive 
size means he proves extremely 
resilient to attack, giving him 
amazing endurance in battle. 
Capable with any weapon, but 
prefers bludgeoning his foes to 
death with his fists. 


Jungle World * 

Known as LI-- 

'Incubus' in deference to Earth 
folk lore regarding a demon 
that kills when its victim is 
asleep, Jendryk is the master of 
stealth. Missions requiring the 
entry of a hostile base, and the 
stealthy assassination of an 
alien leader are his speciality, 
although the slower pace this 
makes for may not please more 
gung-ho players. 
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A shoot 'em up without some 
sort of power-up is like Madonna 
without a toy boy. As such. 

Project Overkill has object d' 
destruction in abundance, with 
the normal bombs and energy 
boosts offering the expected 
destruction and longer life, while 
cloaking devices render the 
sprite invisible to the enemy, 
while doors can be opened with 
magnetic key cards and the 
aforementioned severed limbs. 
For the more complex missions, 
though, where the main objective 
is the retrieval of hazardous 
material or data, before the mis¬ 
sion can be completed the player 
must locate hermetically-sealed 
containers to transport potential¬ 
ly dangerous materials, or a sili¬ 
con chip on to which the secret 
data files can be stored. Once an 
object has been used, the CPU 
intelligently discards it if it is of 
no further use for the mission. 


The game has been in full development for just 
over ten months now, after Konami approved the 
initial idea which had been submitted two months 
earlier. Konami's internal development process 
involves the game idea initially submitted on 
paper, with the full game plan, enemy details, sce¬ 
nario and ideas on its appearance and overall envi¬ 
ronment detailed in full. In the case of licensed 
product, these sketches are then sent to the licen¬ 
sor, but in Project Overkill's case the process was 
much faster due to the originality of the game. As 
soon as the concept receives approval, the project 
begins and its progress is continually assessed by 
Konami's product leaders to ensure it doesn't drift 
too far from the original ideas. 


To the bottom-right of the screen is a small box 
which houses any objects the player is holding. 
Initially, these can be pass cards to unlock doors 
or a special weapon, but in keeping with Project 
Overkill's massive gore quotient, sicker objects 
can be found. If, for example, the player search¬ 
es the splattered corpses of recently offed foes, 
the game will give the player the option of pick¬ 
ing up a severed hand. This, in turn, can then 
be used to to bypass doors that require a 
specific palm print to open them - although 
the game's doors require one of four differ¬ 
ent hand prints, adding an element of risk to 
the proceedings. Similarly, in a nod to 
Sylvester Stallone's Demolition Man, eyeballs 
- complete with a dangling optic nerves - can 
be used in the same way to open locks requiring 
a retina print. 


The levels the player explores are seen from an 
isometric viewpoint, with hidden areas flicking 
into view as the entrance to them is revealed. At 
present, between 40-52 levels are in preparation, 
with each stage spanning between 30-100 
screen-lengths. In order to incorporate the non¬ 
linearity they wanted, the programming team 
started by offering a number of paths to the 
stage's final objective. Before dropping into each 
stage, the player is shown a vector-based map of 
the mission, with a series of way points plotting 
the way to the mission end. The majority of these 
paths then split off and branch into others to cre¬ 
ate a number of paths to the final target, and thus 
offering the player more variety. "It's very likely 
that, even when the game has been completed, 
several levels will remain virtually unexplored," 
offers ********, "and coupled with the four differ¬ 
ent characters, avails the player many permuta¬ 
tions to complete the game." An example of this 
is that using the huge lizard - a Saurian called 
Quogg - the user will find that certain missions 
require a silent assassin's approach. Needless to 
say, Quogg's huge bulk doesn't exactly make him 
an expert of sneaking up behind people, so the 
covert element of the mission goes for a burton 
with Quogg 

left to force his I ~ 

waythrough 

masses of f 

bodyguards to 
reach his inten- # 
ded victim. &^7 



The main goal of each level can only be reached via 
a series of smaller puzzles and objectives. As the 
scrolling levels unfold, large computer banks are 
revealed, as are door switches, energy banks and 
secure areas. Using a mixture of extreme violence 
and the objects located within the level, every 
attempt must be made to wreak as much havoc as 
possible, using grenades to wreck the computers, 
key cards to switch off power supplies, and turning 
the Visceran computers against their masters by 
creating access to previously inaccessible areas. 
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Sampras Extreme" 
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“Codemasters’ smasher of a sports game... 
Sampras looks stunning” 
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ith the advent of the warp 
drive, man was able to reach 
to the stars as never before. 
By the 41st millennium, 
humanity had explored the 
furthest reaches of the galaxy, 
powering star ships of unimaginable size and 
speed across vast distances. However, such 
massive star cruisers often found themselves 
stranded in deep and unpopulated space 
after warp failure, where the unlucky crews 
faced a long and drawn-out death. These vast 
decaying warp vessels became known as 
Space Hulks. 

Though useless to humanity, these Space 
Hulks became the 'Trojan Horses' for invad¬ 
ing hordes of aliens known as Genestealers. 
Once all human activity had ceased upon 
these massive cruisers, the Genestealers 


would board the craft and remain in deep 
hibernation until the ship eventually drifted 
into populated space, where the psychic 
energies of adjacent humans would wake 
them. The Genestealers would then set about 
infiltrating nearby planets, using the humans 
to create hybrid Genestealers for their repro¬ 
duction. That is, until the Space Marines 
were called in... 

Yes, in true kick-ass style, EA's forthcom¬ 
ing Space Hulk puts you in command of the 
meanest mothers in the galaxy; armed with 
the latest in hi-tech weaponry and suited-up 
in the finest power armour. There are ele¬ 
ments of Doom-esque action to get stuck into 
but, more importantly, oodles of strategy to 
twist your brain round, as you command your 
hapless soldiers through some of the scariest 
environments yet seen in computer games. 




CLOSE TO YOU 



It's not so much birds that suddenly appear, 
but enormous Genestealer aliens. And 
there's a lot of them. Come with me now, as 
we walk through a quick gallery of near¬ 
death situations that I was fortunate enough 
to enjoy while trying to take some nice pic¬ 
tures of this game for you all. 


LORDY! 


Just to set the atmosphere set from the 
beginning, even the Electronic Arts logo 
gets a right old beating! 




Electronic Arts* 


MS WELL AS SWITCHING 


_ I TO THE FULL-SCREEN TAC¬ 
TICAL DISPLAY, A SMALLER MAP REMAINS IN THE 
BOTTOM LEFT CORNER OF YOUR SCREEN, OFFERING 
ADVANCED WARNING OF ALIEN PRESENCE. 


h 'll IT: VTJWj Y4lL'L*i:i*i bH MEAT OF 

Space Hulk, you can also switch to a strate¬ 
gic MAP AND ISSUE ORDERS TO YOUR TROOPS. 

YOU ONLY GET A SHORT AMOUNT OF FROZEN TIME 
TO PLAY WITH BEFORE THE ACTION STARTS AGAIN, 
SO DON'T HANG ABOUT. 


No-one would expect 
you to take on the likes 
of the mighty 
Genestealers with¬ 
out a pointy stick 
or two, and being 
one of the elite as it 
were, you have 
access to all the best 
Space Marine 
weaponry available. 


YOU’RE NOT RLONE 


The Power Glove is an essential 
piece of Marine weaponry, act¬ 
ing both as an excellent defen¬ 
sive shield and as an offensive 
chop-smacker. It fits snugly 
round the hand thanks to plasti- 
steel fibres, which also allow 
arching electrical charges to fire 
on contact. Cool. 


The Chain Fist is basically a sim¬ 
ple variant on the Power Glove. 

It possesses a whirring blade of 
titanium fitted to the end. This 
not only causes some pretty seri¬ 
ous damage when used in close 
quarters, but can also be used to 
breach Space Hulk doors. Which 
is nice. 


Lightening Claws are given to 
marines who show signs of 
unnatural blood lust in mental 
examinations, and are best used 
in situations where one insane 
marine is called upon to jump 
into the fray while the rest of the 
squad make for the water closet. 
It's a beaut. 


The Thunder Hammer is a two- 
piece weapon, featuring a mas¬ 
sive mace-like implement and an 
energy deflector, or Storm 
Shield, to protect from enemy 
retaliations. Try dropping a ham¬ 
mer-equipped marine into a busy 
situation while others deal with 
the main targets. Groovy. 



















































At the beginning of the game you're offered 
entrance to one of two doors. One leads you 
to a screen from where previously played 
missions can be loaded and resumed. The 
other, however... 




...leads to the mission select and briefing 
room. It is here that your soldier is linked up 
to the tactical database for a full audio and 
visual briefing. 


The tactical brief shows a map of the forth¬ 
coming mission, along with the high-lighted 
mission targets and details of the safe area 
for your troops. 



Though not as powerful as any of 
the other close-combat 
weapons, the Power Sword is 
the most honourable weapon to 
fit a Terminator suit. In keeping 
with tradition, it's all in the 
wrist, only this time round 
there's a charge of plasma ener¬ 
gy to help things along. 


This is the standard issue ranged 
weapon for any marine, firing 
armour-piercing shells that 
explode on impact - shattering 
into a thousand pieces of shrap¬ 
nel. You need to fire in short 
bursts, however, or else you 
could jam up your gun just as Mr 
Nasty is about to eat you. 


Doom players will know this as 
the chain gun, but whatever the 
name, it remains a serious piece 
of ordinance. Featuring a rapidly 
spinning barrel connected to 
plentiful ammo, this weapon is 
excellent for clearing long corri¬ 
dors, as well as sticking up 
Genestealers' spacious nostrils. 


These portable flame-throwers 
coat entire corridors with flam¬ 
ing contaminant, making them 
excellent for taking out large 
numbers of Genestealers.There 
is, unfortunately, a limited fuel 
supply, and it's best to keep 
these marines out of direct com¬ 
bat. Still, burn baby burn! 
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Part of the BioMechs' standard 
defence, these auto attack turrets 
are built into the ground, and 
emerge as soon as one of your 
robots go near. They are to be 
found everywhere, and should be 
considered a major threat thanks 
to their high calibre armour- 
piercing ammunition. 


0 


top me if 
you've heard 
this one before, 
but... At some 
non-specific point 
in Earth's future, a race of Bio- 
Mechanical creatures, created 
over the years to perform a 
number of menial tasks, have 
turned on their human cre¬ 
ators. Originally the rogue 
BioMechs reprogrammed 
existing species, but as the 
revolt became more organ¬ 
ised, they began engineering 
their own deadly designs. 
Forced from their home world, 
the humans now live a fragile 
life in underground hideouts 
and on orbital platforms. 

The game action in Mayhem 
takes place on one of these 
such islands (called SatNet) 
which itself is split into five 
distinct zones. It's down to 
the player to act as an overall 
controller in the campaign to 
rid the city of BioMech pres¬ 
ence using the resistance 
force's robot warriors. 
Commanding a force of three 
robots at a time, the player 
must work through airport, 
docklands, urban, and central 
business district zones, with 
each individual zone broken 
into five separate maps. 

Each map has one very 
specific mission to com¬ 
plete, more usually involv 
ing the destruction of a 
key installation and the 
BioMech creations. 

And there 
is more... 

I think we'll add 
in some fully ren 
dered cities measur¬ 
ing up to eight 
screens by eight 
screens; every item 
just begging to be 
destroyed, tele¬ 
porters, secret 
walls, hidden 
tunnels, 
pres¬ 
sure pads, 
invisible sprites and 
invisible structures — oh yes, 
there's simply tons to play 
with. Your team of hardy 
robots can carry up to seven 
weapons from an overall 
choice of hundreds, it's all 
gorgeous looking, and - most 
important of all — there are 
tons and tons and tons of 
explosions! Great. 


THINGS THHT HURT 


that will appear heavily throughout the game. Here 
are a few for your pleasures. 


Although there are new species of BioMechs being 
created all the time, there are a number of creatures 


MIRAGE 

TBA 

TBA 

1 

ARCADE 


These enormous bird of prey 
will circle enemy installa¬ 
tions and attack on sight. 
They are very very fierce and 
very very happy to 
attack anything they see. 
































LIKE TOTALLY ZONHL MAN 


As previously mentioned, the city that maps. While each map offers a specific 

Mayhem takes place over is split into five task to be completed, the zones them- 
distinctive zones, with each zone being selves are themed, each one offering a 
further broken down into five separate very specific location site and setting. 


URBAN CONURBATIONS 

'Conurbations' eh? Hmm, very nice I'm sure. 
Anyway, this area was once a residential district 
used by the rich and powerful. It's now the base 
for the Human Resistance Force, and is frequent¬ 
ly the site of many running street battles. 
Retaking this city area will require a street-by¬ 
street recapture. 




INDUSTRIAL COMPLEX 

The industrial complex in 
the west is crucial to the 

* . 'v ^ BioMechs'continued 

* m-Vs' \ domination of the entire 

I_ area. With its multiple 

power plants and allied engineering works, the 
complex offers some of the game's most impor¬ 
tant targets. However, aware of it's importance, 
the BioMechs have heavily fortified the whole 
area with gun emplacements, laser fences and 
hidden traps. You can also expect large numbers 
of BioMechs. 




DOCKLANDS 

With the shut down of the airport, the presti¬ 
gious docks become the BioMechs' main channel 
of supply and external communication. Needless 
to say, gaining control of this area would be of 
great benefit to the human forces. 


AIRPORT 

It goes without saying that the 
airport is extremely important to 
the humans. Recapturing this 
structure, in the southern tip of 

the city, will bugger up the - 

BioMech's control of the area as well as 
allow allied forces to land Spacer trans¬ 
port shuttles in relative safety. 


>['■'yjS? CENTRAL BUSINESS DISTRICT 

Once the site for endless sky¬ 
scrapers and a thriving economy, 
this location is now almost com¬ 
pletely infested with the 
BioMechs. If only to boost the 
moral of the remaining humans, this area must 
be recaptured. This would be a crippling blow 
to the enemy forces. 


Hmm, now I wonder where 
they got the idea for this 
alien from? Anyway, the 
Mofo are bloody daft but 
come in great numbers, so 
while they have no real 
weapons, they're quite happy 
to just rush you in a suicide- 
style and rip their way 
through you with claws alone. 
A unique but constant pain in 
the ass. 


Looking like an extra from Rise of the 
Robots, the Sentry 'Mechs stand 
guard over certain areas of the city. 
They don't move about much, but 
deliver an awesome amount of fire 
power. They're also extremely tough 
and often worth avoiding when pos¬ 
sible - unless you're looking for a 


The demon is the most common BioMech 
found in the game. It's quite intelligent 
and will attack robots from pretty much 
anywhere. They tend to attack in num¬ 
bers, closing in on their prey from all 
sides. Just to make things even more 
interesting, they also come in a 90% 
invisible form, making it very hard to see 
them when they're not firing. 


serious fire-fight, that is. 
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SOMETHING FOR THE 
WEEKEND? 


Each robots can carry and fire up to seven 
weapons at a time, although there's no reason why 
you can't have as many of the same weapon as you 
fancy. If you'd rather just have one robot with 
seven rocket launchers, feel free to do so. You can 
then link these weapons so that they all fire at the 
same time. Groovy. Anyway, here are some of the 
toys on offer. 


NEEDLER CANNON 

This weapon fires armour-pierc¬ 
ing shells at a very fast rate. It's 
the default weapon in the game, 
with an action similar to that of 
a standard UZI machine gun. It 
has three levels of upgrade. 

PLASMA CANNON 

The Plasma Cannon fires bolts of 
electricity that not only inflict 
great damage, but also pass 
through targets and on to any¬ 
thing else standing behind. 
There are four upgrades. 

SHRIKE ROCKET 

This moves very quickly and 
inflicts severe damage upon 
detonation. It's not homing, but 
the four upgrades offer a single 
missile, three missiles, six mis¬ 
siles, and nine missiles all with 
simultaneous launch. 

REAPER MISSILE 

An incredibly intelligent guided 
missile, it avoids obstacles and 
always hits its target. It inflicts 
less damage than the Shrike and 
has four upgrades, offering sin¬ 
gle, two, four, and six missiles. 

GRENADES 

Grenades with various charac¬ 
teristics. Sticky Pack 1 and 2 - 
Four or six grenades that stick 
to the first hard target they 
meet. Bouncy Pack 1 and 2 — 

The same, but with bouncing 
grenades. Frag Pack 1 and 2 — 
bouncers that split into four or 
sixteen smaller explosions. 

MINES 

Similar to grenades but... er... 
different! Impact Pack 1, 2 and 
3 - fire four, six and eight mines 
that explode when stepped on. 
Proximity Pack 1, 2 and 3 - the 
same four, six and eight, only 
with proximity detonations. 

FLAME GOMES 

This powerful bomb bounces 
around leaving a trail of flaming 
napalm. It comes in two ver¬ 
sions: one standard bomb, and 
one that lasts longer on screen 
and produces more flame. 

NOKE 

This (unsurprisingly) generates a 
massive explosion across the 
area. BioMechs will scarperthe 
moment they see this dropped, 
and as it falls at your feet, we 
advise you do the same! 






Pretty obvious 
really. Collect tons 
of these and you'll 
be rich you hear 
me, rich! 


THE GOOD NEWS 

What with 
all these 
pictures of 
things that 
want to kill you, 

I thought it'd be 
nice to show you 
some nice pictures. 

Here you can see 
one of the robots 
that will come 
under your control, 
while (at the bottom of the page) 
you can see the friendly drop-ship 
that delivers you to the start of 
every mission. 


ICON SEE CLEARLY NOW 


If you feel that 
you're slugging 
around the terrain 
a tad, collect this 
for more speed. 


While playing Mayhem, a num¬ 
ber of icons will appear and dis¬ 
appear. These can be collected 
for a variety of effects, as well as 
being used as currency in the 
weapons and upgrades shop. 


— 

Feeling less than 
rock hard? How 
about some 
shields? Oh! Suits 
you sir. 


Taken a few too 
many hits? Just 
swallow two of 
these and you'll be 
bouncing around. 



MAP MAKER MAP MAKER 


Those clever programmer people 
have an extremely complex system 
used to create the various levels. 
This involves first mapping out each 
zone with colour coded blocks, then 
filling in each segment with the rel¬ 
evant 'real' pieces, and then finally 
bringing it all to life. As you will no 
doubt have noticed. I've no idea 
how any of this 
works and am 
just blagging 
my way 
through all 
this. Bugger. 


HT GO ROOM! 


Mayhem prides itself on the fact that absolutely 
everything in the game can be blown up (God 
bless 'em!) For your delight and entertain¬ 
ment I'd like to present you with some of the 
better sprite demolitions. 






































































PRICE! CHOKE! QUALITY! SERVICE 


THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER GAMES IN THE COUNTRY 


THE WORLD'S MOST 

BRITAIN'S LOWEST PRICE 


CONSOLE AT 




£ 276.99 


INCLUDING POSTAGE 

ALL PLAYSTATIONS COME 
WITH ONE SONY PAD 
AND A PLAYABLE DEMO 
CD FEATURING 6 GAMES 


PRICES INCLUDE FREE NEXT DAY DtUViRY 

TO MOST AREAS IN THE UK (subject to stock) 4 


Unlike some of our competitors we only sell genuine UK machines, not 
European imports. All machines are fully guaranteed by Sony and we 
offer full after sales support. If your machine develops a fault we will 

COLLECT IT FROM YOUR DOOR NUI OF CHARGE 


SONY PLAYSTATION Plus Actua Soccer .£303.99 

SONY PLAYSTATION Plus Doom . £299.99 

SONY PLAYSTATION Plus Need for Speed .£303.99 

SONY PLAYSTATION Plus Worms .£299.99 

Buy an RGB Scart Cable at the same time as a playstation for just.£11.99 

Buy a Memory Card at the same time as a playstation for just.£18.99 

Buy a Second Pad at the same time as a Playstation for just.£9.99 

Buy a Link-up Lead at the same time as a playstation for just.£14.99 


COMING SOON ON THE PLAYSTATION 


UK PLAYSTATION GAMES 



■LIEN TRILOGY D 

3D Lemmings.£34.99 

Actua Golf .£36.99 

Actua Soccer .£36.99 

Addidas Power Soccer.£CALL 

Agile Warrior.£36.99 

Air Combat .£35.99 

Alien Trilogy .£36.99 

Alone In The Dark 2.£35.99 

Assault Rigs.£36.99 

Blam! Machinehead.£36.99 

Casper.£35.99 

Chessmaster 3D.£32.99 

Criticom.£36.99 

Cyberia .£33.99 

Cybersled.£32.99 


Impact Racing. 

Johnny Bazookatone . 

Jumping Flash. 

Jupiter Strike. 

Kileak The Blood. 

Krazy Ivan. 


....£36.99 
....£36.99 
....£37.99 
....£36.99 
....£33.99 
. ..£36.99 




Resident 

Evil 

DUE 

JUNE 


RELEASE LIST 


TRUE PINBALL 


WIPEOUT 




Lone Soldier. £32.99 

Magic Carpet Plus.£36.99 

Mickey's Wild Adventure .£37.99 

Mortal Kombat 3.£39.99 

Myst. £37.99 

Namco Museum. £36.99 

NBA in the Zone. £36.99 

NBA Jam T.E.£29.99 

NBA Live '96.£35.99 

Need For Speed. £36.99 

NFL Quarterback Club. £32.99 

Novastorm. £37.99 


Return Fire. £CALL 

Return to Zork. £CALL 

Revolution X.£36.99 

Ridge Racer.£36.99 

Ridge Racer Revolution. £37.99 

Rise 2 - The Resurrection.£36.99 

Road Rash.£36.99 

Shadow Warrior.£37.99 

Shellshock.£36.99 

Shockwave Assault.£34.99 

Space Hulk V.O.T.B.A .£36.99 

Starblade Alpha.£36.99 



ASCII Arcade Joystick. £45.99 

ASCII Specialised Joypad - with turbo-fire, 
AUTO-FIRE & SLOW MOTION FUNCTIONS.£28.99 

Joypad Extender Cable.£7.99 

Mouse.£24.99 

Multi Tap.£28.99 

Official Sony Joypad.£23.99 

Phase 9 Cyclone Pad ergonomically 

DESIGNED PAD WITH EXTRA TURBO-FIRE, 

AUTO-FIRE AND SLOW MOTION.£16.99 

Technoplus Turbo Joypad replica 

SONY JOYPAD WITH EXTRA TURBO-FIRE 

AND AUTO-FIRE FUNCTIONS.£14.99 


EADLY SKIES DESCENT 

Deadly Skies.£36.99 

Defcon 5.£36.99 

Descent. £34.99 

Destruction Derby. £36.99 

Discworld.£36.99 

Doom. £35.99 

ESPN Extreme Sports. £37.99 




HI OCTANE 

Extreme Pinball .£36.99 

Fade To Black .£36.99 

FIFA '96.£34.99 

Gaiaxy Fight.£33.99 

Gex.£33.99 

Goal Storm.£35.99 



CTUA SOCCER FIFA SOCCER NAMCO MUSEUM 

PRII MIMBIRSHIP- 


STREETFIGHTER ALPHA THEME PARK 

Off World Interceptor.£32.99 

On-Side.£35.99 

Parodius .£37.99 

Panzer General.£33.99 

PGA Golf '96.£34.99 

Philosoma .£37.99 

PO'ed.£CALL 

Powerplay Hockey. £CALL 

Powerserve Tennis.£34.99 

Primal Rage.£33.99 

Pro Pinball The Web.£CALL 

Psychic Detective.£36.99 

Raiden Project.£34.99 

Raven Project. £CALL 

Rayman.£36.99 

Resident Evil.£CALL 


WING COM 3 X-MEN 

Streetfighter 3000.£36.99 

Streetfighter Alpha.£35.99 

Streetfighter the Movie.£32.99 

Striker '96.£35.99 

Tekken.£39.99 

Theme Park.£34.99 

Thunderhawk 2.£37.99 

Tilt.£32.99 

To Shin Den.£37.99 

Total NBA '96.£37.99 

Total NBA Limited Edition.£38.99 

True Pinball.£34.99 

Twisted Metal.£37.99 

Viewpoint.£35.99 

Virtual Golf.£36.99 

Warhawk.£37.99 

WWF Wrestle Mania.£29.99 

Wipeout.£37.99 

Wing Commander 3.£37.99 

World Cup Golf.£33.99 

Worms.£34.99 

X Com - Enemy Unknown.£29.99 

X Men Children of the atom £35.99 
Zero Divide.£34.99 


OTHER ACCESSORIES 


B0 

E 


FT] 


Memory Card.£19.99 

RGB Scart Cable - improves sound & picture 
quality. Allows you to connect to a 
speaker/Hi-Fi system For use only with TV's 

which have a scart socket.£12.99 

AV Scart Cable - improves sound 

quality only.£7.99 

Link Cable.£17.99 


KXLOWWG IS A U5T OF PROVISIONAL 
RELEASE DATES FOR FORTHCOMING RELEASES 
PLEASE REMEMBER THESE ARE NTBfDED AS > 
GUIDE ONLY AND WE CANNOT BE HELD 
RESPONSIBLE FOR ANY CHANGES OR DELAYS 

3D Decathalon.JUNE/JULY 

Addidas Power Soccer.END MAY 

Braindead 13.JULY 

Cheesy.19th JULY 

Deadly Skies.JUNE 

Die Hard Trilogy.AUGUST 

Eleventh Hour.JULY 

Fade to Black.5th JULY 

Gunship 2000.19th JULY 

Horned Owl.JULY 

Motor Toon GP2.AUGUST 

NHL Hockey '96.SEPTEMBER 

Offensive.26th JULY 

Poucenauts...JUNE 

Raw Pursuit.EARLY JUNE 

Resident Evil.END MAY 

Sampras Extreme.JUNE/JULY 

Sim City 2000.JUNE 

Space Hulk.5th JULY 

Synidcate Wars.JULY 

Toshinden 2.JULY 

Transport Tycoon.14th JUNE 

Tunnel B1.28th JUNE 

Vampire Hunter.JUNE 

Viper. 28th JULY 




TWISTED metal worms 


ZERO DIVIDE 


MAD CATZ 
STEERING WHEEL 

COMES COMPLETE WITH GEARSTICK AND 
FOOT PEDALS. SUITABLE FOR USE WITH 
ALMOST ALL DRIVING AND FLIGHT GAMES, 

eg Wipeout, Need for Speed, Ridge 
RAcer Destruction Derby, Air 
Combat, Assault Rigs & Formula 1 

£ 64.99 

PICUL OPFIR II 

BUY A MAD CATZ 
STEERING WHEEL 

AND MT <3 OPP 



All Prices include VAT. 


01924 473157 

SALES HOTLINES 

-.OPEN SEVEN DAYS A Y 


I LINES OPEN 9AM-8PM MON-FRI, 

10AM-7PM SAT, 10 30AM-4PM SUN. 
ANSWERPHONE ALL OTHER TIMES. 



Please ring to confirm availability before ordering as many special offers are limited stock & some games may not yet have been released. 
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NEED FOR SPEED 
ALIEN TRILOGY 
MAGIC CARPET 
ACTUA SOCCER 
TOTAL NBA 
WING COMM. 3 
TEKKEN 
WORMS 
D 

DOOM 


Things to do with your free GAMEPLAY CATALOGUl 

>ld it c' 


No. 1 Hold it above your head and 


run down tbe road screaming 

"Order from Gameplay" 
"Order from Gameplay" 

Be amazed at how many people will 
come to visit you baring gifts such as 
1 get wellcc 


grapes and get wellcards. 

GET A LIFE!! 

Make some friends! Get a 
Gameplay Catalogue!! 


I ORDER WITH CONFIDENCE FROM ONE OF THE 
LARGEST DISTRIBUTORS IN THE COUNTRY - OVER 
500,000 GAMES SUPPLIED SO FAR! 


Z 


ORDER BY CREDIT CARD, CHEQUE, POSTAL 
ORDERS OR CASH (PLEASE SEND CASH IN A 
REGISTERED ENVELOPE FOR YOUR OWN 
PROTECTION). 

NO QUIBBLE RETURN POLICY-IF YOU ARE 
UNHAPPY WITH YOUR PURCHASE FOR ANY 
REASON, SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 HOURS 
OF RECEIPT BY RECORDED DELIVERY AND 
SUBJECT TO A FEE (10% OR MIN £4), WE 
WILL SWOP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS LISTED IN 
OUR MOST CURRENT ADVERTS AND 
EXCLUDES ITEMS BOUGHT TO ORDER). 


I WE PROVIDE ONE OF THE FASTEST DELIVERY 
SERVICES AROUND, 2-3 WORKING DAYS 
MAXIMUM ON GAMES, NEXT WORKING DAY 
ON MACHINES. (PLEASE ALLOW 7 DAYS FOR 
CLEARANCE IF SENDING A CHEQUE & CALL TO 
CHECK AVAILABILITY BEFORE ORDERING) 


0 

0 


1ST CLASS DELIVERY FREE OF CHARGE U K. 
MAINLAND. OPTIONAL NEXT DAY DELIVERY 
£4.00 PLEASE ORDER BEFORE 3PM TO 
ENSURE IMMEDIATE DESPATCH. 


Cut Out This order form and post to: 

GAMEPLAY, 513 BRADFORD ROAD, 
BATLEY, W. YORKSHIRE WF17 8LL 


Item 


Price 


Name:.Customer No:. 
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Postage is FRII for all games shipped within the U K q q q 
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ARRIVES DAILY. SOFTWARE AND ACCESSORIES 
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a ust as they have since the 1992 
^ games in Barcelona, US Gold 
k have stepped in with the rights 
I to produce a game based on this 
f year's Olympics. Thus, as once 
again Linford Christie and Sally 
iiunnell battle it out against the 
world's best for gold medals in Atlanta, US Gold 
are planning a fifteen-event PlayStation release. 
Developed by US Gold's Banbury-based Silicon 
Dreams team, Atlanta '96 offers the likes of 
skeet shooting, pole vault, and swimming 
amongst its events as up to eight entrants are 
invited to go for gold. 

The events are played sequen¬ 
tially, with the player competing 
against friends or CPU-controlled 
opponents with Silicon Dreams 
providing motion-captured sprites H 
and floating camera angles to add 
a televised feel to the games — 
with full commentary detailing the J 
placings and medal ceremonies. 

Similarly, every event is preceded 
by lengthy rendered animations to 
set the scene. At the time of writ¬ 
ing, Atlanta '96 is roughly 60% com¬ 
plete, with the majority of the 
events up and running and the I 

motion-capture and camera views / 

pretty much sorted. US Gold are 
obviously planning for a July release 
to coincide with the beginning of r 

the real thing and, as such, a review _/ — 

copy should reach us in time for _ 

next month's issue. 


US GOLD 


JULY 


SPORTS SIM 


US Gold initially planned twenty-five events, but memory restric 
tions and a preference to go for quality as opposed to quantity 
reduced the number to the fifteen listed. 


1DD METRES 


A very basic running event, where the player bashes their joypad 
for all their worth to knock up sub-ten second times across this 
straight track. 


A test of stamina. Bashing the buttons too fast exhausts the run 
ner's energy, whereas a constant rhythm followed by a last- 
minute dash is a better option. 


Once again, rapid pressing builds up speed, while a secondary 
press of the 'move' button is used to gain elevation for the jump 


Once again, a run-up is followed by a button press to launch into 
the famous 'Fosbury Flop' jump, with a blue bar indicating the 
best time to make the jump. 


One of the shorter events, with the player first lowering the pole 
as they begin the run-up, followed by letting go of the pole at the 
optimum moment. 


The player presses the 'move' button to initiate the first two 
jumps, while the angle of the final leap is set by the length the 
same button is depressed. 




























Round 1 


rcher 


Round 1 


Archery 


Yet to be programmed, but believed to run along similar lines 
to the pistol event - but wind will obviously play a larger fac¬ 
tor in terms of accuracy. 


POUND FOR POUND 


ARCHERY 


Emulating Konami's tried and tested "button 
pounding" control system, the events use a mix¬ 
ture of fast presses with well-timed secondary 
presses to prompt a jump or throw. A speed bar 


is located at the bottom of the screen and gradu¬ 
ally fills as speed is gained, while the angle of a 
throw is determined by the length that the sec¬ 
ondary button is depressed. Despite such simi¬ 
larities to the Konami game, though, Silicon 
Dreams have tried to add an element of strategy 
to the events and longer races such as the 400m 
require a steadier pace as opposed to a rapid 
sprint, or the on screen runner will start to flag. 
The control system works particularly well within 
the Pole Vault event, where speed is built up on 
the run-up, a press of the button lowers the 
pole, while a "clearance" gauge indicates the 
optimum time to let go of the pole. 


pli 


DI5CU5 _ 

One of the hardest events, with the player balancing limited 
turning space with throw angles, while simultaneously ensur¬ 
ing the sprite is facing in the right direction. 

JAVELIN _ 

Similar in style to the long jump event, with another run-up 
followed by the depressing of the button until the best throw¬ 
ing angle is achieved. 




HAMMER _ 

Every bit as hard as the Discus event, but the weight of the 
hammer makes accurate throwing very tricky indeed. 

1DDM FREESTYLE _ 

The running event revisited. Frantic button pounding is used 
to build up speed, but the event is further complicated with 
regular pressing of a 'breathe' button. 

fencing _ 

The closest Atlanta '96 has to a beat 'em up section. Five hits 
must be scored from an opponent using thrust, parry and 
lunge moves. 

WEIGHT LIFTING _ 

Strength is gained via some very gruelling button bashing, 
while jerking the lift above the sprites head is effected using 
the secondary button. 

RAPID FIRE PISTOL _ 

Five targets are shown at the end of a firing range, and turn in 
and out of view. Points are awarded for accuracy, but the 
time-limit is cruelly short. 

SHEET SHOOTING _ 

Six shooting positions are marked, with the player using a 
cross hair to pin-point the moving target, and the facia but¬ 
tons used to fire one of the gun barrels. 


ARC | 
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CAPTURE THEM! 


The assorted athletes have been fully motion- 
captured and, as such, exist as 'proper' 3D char¬ 
acters. Created from wire-frame skeletons, the 
jumping and running motions are based on those 
of real athletes, and span several thousand ani¬ 
mation frames. The sprites are considerably 
smaller than those of Konami's Track and Field, 



but the aforementioned 3D nature allows the 
user to view the action from any angle at any 
time. The cameras are intelligently controlled by 
the CPU and pan in and out at key points during 
the running events, while the long jump and high 
jump cameras trail the sprite as they begin their 
run-up and eventual jump. 





SM 


INTRODUCING... 


In keeping with the game's high-profile image, 
Silicon Dreams have gone to town with their ren¬ 
dering package to ensure that the game and its 
events are preceded by an attractive sequence. 
Every event has been recreated for an intro, with 
large light-sourced swimmers seen lining up for 
their dives, runners leaving their starting blocks 


in a blur of motion, and the fencers displayed in 
exquisite detail showing off their lunge and par¬ 
rying skills. With the Atlanta games being the 
50th Olympics to date, the team have also creat¬ 
ed a 'through the ages' render with a statue of a 
Greek competitor morphing into the clothing of 
a modern day pentathlete. 



The view of the Long Jump\ 


SWITCHED TO MAKE THE MARKER 
BOARD MORE VISIBLE. 
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s Taito prepare 
I their Bubble 
Bobble Trilogy for 
a future Play¬ 
Station release, the 
coin-op masters have taken the 
opportunity to reintroduce its 
two bubble-blowing Boronto- 
sauri stars to the older and wiser 
32bit populace. For the uniniti¬ 
ated, Bub and Bob first 
appeared in Taito's 1984 Bubble 
Bobble coin-op. An ordinary¬ 
looking platform game. Bubble 
Bobble cast the player and a 
friend as the two Brontosauri 
who had been left to make their 
way through 100 enemy-laden 
screens. Armed with the ability 
to encapsulate the said foes in 
the titular bubbles, the basic 
aim was to bubble the bad guys 
before popping it, thus sending 
them flying across the screen. 
Two years later, the sequel. 
Rainbow Islands , emerged, with 
Bub and Bob free of their reptil¬ 
ian form and regenerated into 
two cutesy mop-tops. Aban¬ 
doning the single-screen play 
areas in favour of vertically- 
scrolling levels. Rainbow Islands 
also dispensed with the bubble 
idea offering the player the abil¬ 
ity to spew rainbows which dou¬ 
bled up as platforms. Of the 
three games in the series. 
Rainbow Islands is widely regard¬ 
ed as the best, and it was also 
one of the first platform games 
to introduce large 'boss 4 crea¬ 
tures to the genre. Finally, Bub 
and Bob's game-starring days 
came to a head in Parasol Stars 
wherein they retained their 
human appearance, and 
swapped their rainbows for 
umbrellas which were used to 
throw at oncoming meanies. 

Now, though, some ten years 
after their last outing, Taito 
have recast the pair as 
Brontosauri, and have pitted 
them in a puzzle game visually 
akin to Hebereke Poppoito. The 
basic aim is to traverse the pairs' 
home world, attempting to fill 
your opponent's screen with 
coloured bubbles, while simulta¬ 
neously creating chains of like- 
coloured globes to clear yours. 
As such, with Namco Museum 
heading for its third excursion. 
Acclaim are ready to cash in on 
nostalgia which, at its ultimate 
conclusion, may mean you paid 
£300 for a console which houses 
perfect conversions of Pong and 
Space Invaders... 



To add extra spice to the action, extra bonus balls 
appear at random intervals and endow who ever 
manages to hit it with special powers. The most 
useful is a blue oval marked with a white star, and 
hitting this indicates that the next bubbles lined 
up will remove every similarly-coloured orb like it 


- allowing for fantastic combination possibilities. 
Bust A Move is also incredibly user-friendly, and if 
the player fails in their solo attempt to reach the 
end of the stage, a dotted line makes future aim 
easier for the next level, weaning the player past 
the trickier stages. 
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A PERFECT EXAMPLE 


\0F OPPORTUNIST BUST A MOVE 
PLAY. A BLUE BUBBLE IS LOADED AND , FIRED AGAINST 
THE TOP LAYER, RELEASES EVERYTHING BELOW . 


Three basic play modes I 


Bub and Bob play host to a number of varieties of 
bubble-lining antics, with options for one or two- 
player games, a story mode, or a 'mixed bag' where 
a random selection of levels from the game are 
added to the two-player mix. In the basic story 
mode the player is pitted against a host of foes 
instantly recognisable from Bubble Bobble , and the 
basic idea is to clear the screen of all the bubbles, 
thus defeating your off-screen opponent. With 
every completed level. Bub is then shown trekking 
across a scrolling map to his next foe, where the 
same process is repeated. Alternatively, a sec¬ 
ondary single player mode invites the player to 
make their way across a series of lettered levels, 
clearing them of bubbles in the age-old fashion 
before selecting the path ahead. If a second player 
opts to join in, though, the two contestants are pit¬ 
ted against each other using levels from the one- 
player mode or randomly-created affairs. 


At its most basic. Bust A Move is a puzzle game in 
the same vein as Sega's Columns or Puyo Puyo. 
Playable as a one or two-player game, the bare 
bones of Bust A Move involves linking groups of 
three or more like-coloured bubbles. Cast as Bub 
or Bob, the cuddly pair are used to steer a pair of 
bubble-producing bellows left and right before 
using the X button to shoot the orb into play. 
Roughly eight angles are available, allowing for 
clever ricochets off the walls so the bubbles nes¬ 
tle into tight corners or wedge themselves in 
small gaps. Time, however, is of the essence, and 
as the screen becomes more cluttered, the size of 
the player area is reduced by a wall which is low¬ 
ered down the screen. More room can be made by 
linking streams of bubbles further up the screen 
which duly burst, dropping those linked below 
from the play area - clearing more room. 
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In a similar vein to Discworld, Blazing Dragons is a 
point and click adventure, using either the joy- 
pad or the PlayStation mouse. You gradually fill 
Flicker's sack up with useful (or sometimes use¬ 
less) items and there are a helpful batch of icons 
to help you find your way through the game. 


The eye is half-closed 
until it rests on some¬ 
thing that Flicker can 
describe or make use of. Then it 
opens wide, suggesting to find 
out more. 


nee upon a time 
there was a BBC 
television series 
that introduced a 
whole batch of tal¬ 
ented writers/actors/ 
comedians. That series was 
called Monty Python's Flying 
Circus and gave us, amongst oth¬ 
ers, the talents of animator/ 
director Terry ( Brazil\ Twelve 
Monkeys ) Gilliam, actor/presen¬ 
ter Michael ( Ripping Yarns , Great 
Railway Journeys of the World) 
Palin and John (all round genius) 
Cleese. It also provided the 
world with Terry Jones, who not 
only wrote, directed and starred 
in the slew of Python-esque 
movies such as Jabberwocky, Life 
of Brian and The Meaning of Life, 
but is the driving force behind 
the new ITV animated show 
Blazing Dragons. 

But Jones 1 Blazing Dragons is 
not just a television series, it # s 
also a game for the PlayStation, 
following the adventures of 
some mediaeval dragons fight¬ 
ing St George and his invention, 
the Black Dragon. This interest¬ 
ing twist on the mythology of 
dragons - nasty-tempered, fire¬ 
breathing monsties with a pen¬ 
chant for gobbling up virgins - is 
that Flicker and his chums are 
the good guys. Dragons of the 
Square Table and Sir George - 
the legendary rescuer of said 
virgins and slayer of said fire¬ 
breathing dragons - is the not- 
very-nice-man-with-a-beard. 

With Off - World Interceptor 
Extreme and Gex behind them. 
Crystal Dynamics have some¬ 
thing of an uphill struggle to 
prove that they can deliver an 
exciting game with more than 
twenty minutes 1 worth of satis¬ 
fying playability. Whether dip¬ 
ping their metaphorical toe into 
the waters previously sailed on 
by Discworld will help their rep 
or not, we cannot help but imag¬ 
ine a lot of credibility rides on 
the success of Blazing Dragons. 


Apart from the Monty Python connection 
{Discworld voice artist Eric Idle was one of Terry 
Jones' fellow Pythons), the style of animation in 
Blazing Dragons is very similar to Discworld , as is 
much of the unique humour. Voices are supplied 
by Cheech Marin (who does the Black Dragon, 
Blaze and Gasflame - two of the Knights of the 
Square Table - and the Tied Piper amongst oth¬ 
ers), Harry Shearer from The Simpsons (King All- 
Fire is just one of his characters) and of course 
Terry Jones himself, distinguishing himself, as he 
used to on Monty Python, with a 
variety of caricatured feminine 
voices (such as Princess Flame, 
Pureflame and the outrageous 
Information Booth Assistant). 
Flicker himself is voiced by new¬ 
comer Joseph Rye. 


EVERY GOOD 
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ADVENTURE 


The Knights of the Square Table don't like flicker. Flicker doesn't trust the Chancellor very much. 
































THE KNIGHTS OF THE 
SQUARE TABLE 


These are the King's nobles, 
deemed to be his best war¬ 
riors. Clearly not selected for 
their brains, they fawn and 
smarm their way around King 
All-Fire in an effort to win the 
hand of the Princess Flame. 

She wants nothing to do with 
any of them, though, and 
dreads one of them winning 
the tournament. But even they 
have to be preferable to some¬ 
one like Sir George? 




Princess Flame tries to con - 


VINCE HER FATHER NOT TO ALLOW 

Sir Ceorce to enter the Royal 
Tournament but to no avail. 


TEXTURED DIALOGUE 


THE UNU5URL SUSPECTS 


Camelhot is peppered with interesting, if frequently bizarre, char¬ 
acters. Just try getting a straight answer out of the Information 
Booth Attendant, or a coherent response from Pureflame the 
librarian. But a few of the main people you need to get a handle 
on include: 



FUCKER 

Camelhot's decidedly unheroic and rather lazy 
inventor. Because his inventions are less than suc¬ 
cessful (an immobile clock in the King's bedroom 
that is right at least twice a day and an alarm 
clock that keeps you awake because it needs 
winding every ten minutes) he covets the Princess 
Flame. However, he needs to become titled 
before he can have his heart's desire. 


FLAME 

The Princess who is always been paired up with 
dull Knights of the Square Table by her well- 
meaning but rather silly father. Although not des¬ 
perately in love with Flicker, she sees him as the 
only viable husband-material in Camelhot and so 
will try to help him whenever she can. She has a 
deep distrust of the Chancellor, and wonders how 
well acquainted with Sir George he may be. 



KING ALL-FIRE 

The King of Camelhot, who ascended to the 
throne in the footsteps of his father, his father's 
father and probably quite a few fathers before 
them. It cannot be easy ruling a kingdom such as 
Camelhot, and the task is undoubtedly made 
more difficult when you are as naive and, frankly, 
stupid as All-Fire is. He dismisses Flicker, and can¬ 
not understand his daughter's interest in him. 



THE CHANCELLOR 

There is an old adage that every king gets the 
chancellor he deserves, but it seems unlikely that 
King All-Fire has ever done anything to be cursed 
with this conniving miscreant. Neither Flame nor 
Flicker trust him further than they could throw 
him, and he does little to garner their trust. He 
seems bizarrely willing to change the laws to suit 
Sir George and his chummies. Why? 



SIR GEORGE AND MERVIN 

The human protagonists to whom no plan to get 
Camelhot for themselves can be too dastardly or 
too much work. Although Sir George is the boss, 
Mervin isn't short on a few magical tricks to help 
along his liege and his own agenda. Flicker is dis¬ 
mayed to discover that they can enter the local 
tournament and realises there must be a way to 
prove their evil intent to the dozy old king. 



Amongst the options is the 
ability to have the characters' 
dialogue appear on screen or 
not. Depending on your hear¬ 
ing ability, you decide which is 
better. But a lot of important 
clues might take two or three 
attempts to pick up without 
having read the words. Not all 
the voices are that clear. 




I The hand is usually 
palm out until it touch¬ 
es something that can 
either be explored or picked up. 
Then just carry the item to the 
sack for storage. 



I The leg is rather obvi¬ 
ously the directional 
control for walking. If 
still, then it suggests a direction. 
Near a door it will walk, suggest¬ 
ing you go through it. 



! The mouth is used to 
strike up a conversation 
with another character, 
which then gives you a list of fre¬ 
quently changing questions 
Flicker can ask. 



JThe Book is Flicker's 
gVi notebook of inventions. 
TThis proves useful as 
the game progresses as Flicker 
finds things to write in it. Maybe 
some passwords? 
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SHOOT'EM UP 



[ 


nee again, it is 
"five minutes 
into the future" 

I time as a horde 
of aliens send 
their pods to Earth 
in an effort to weaken 
our defences before launching 
their maj'or offensive. And bug¬ 
ger me, it works. These pods 
shoot out their long red tendrils, 
converting human flesh (some¬ 
how) into cybernetic war 
machines and nothing can stop 
them. As a scientist (played by 
former Beauty and the Beast bad- 
guy Edward Albert) experiments 
on a pod, his extremely-stupid- 
but-looks-good-in-a-tight-red- 
sweater daughter gets too close. 
"Daddy!" she cries as the ten¬ 
drils plunge into her soft, white 
flesh... 


Yes, anyway. Daddy rescues 
her, but not before some dam¬ 
age is done. But maybe, cry the 
military, this can be turned to 
our advantage! If her partially 
cybernetic body could be used 
as a weapon against the 
invaders. Earth might have the 
proverbial last, best hope! And 
so the Steel Harbinger is born, 
just as the aliens make mince¬ 
meat of the scientists, the mili¬ 
tary and their base. Only Daddy 
vanishes in a Star Trek-e sque 
transporter and leaves the Steel 
Harbinger heading off to right 
the world and find Daddy. 

This is the basic premise of 
Steel Harbinger, from 
Mindscape, a 2D shoot 'em up 
that follows the Harbinger from 
place to place as she guns down 
aliens, human mutants and 
cybernetically enhanced ani¬ 
mals. From war-torn Los 
Angeles, to the swamps of 
Florida. From the cold of the 
Arctic, to the airless vacuum of 
the moon, she wanders through 
the game, trying not to look too 
much like Pamela Anderson Lee 
in Barb Wire , and save the world. 
Along the way, she picks up 
weapons, vehicles (including an 
amazing tank that can climb 
walls at nearly ninety degrees!) 
and a series of key cards that 
give her access to other levels. 
With its impressive opening 
FMV sequences (all the actors 
were shot against blue screen 
backgrounds - everything else is 
computer generated). Steel 
Harbinger ought to be good. But 
can the rather basic 2D scrolling 
gameplay successfully battle it 
out with the isometric splendour 
of Project Overkill or the 3D glory 
that is Doom ? 




The whole story opens with a detailed FMV sequence showing Earth being attacked by the alien spores. 


As America falls, the world is 
plunged into disarray. 


Not even the army can defeat 
the alien marauders. 


A scientific base tries to find a 
way to defeat the weird pods... 
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But the chief scientist's daugh¬ 
ter becomes infected! 




...And prepares for battle. But 
where has her Daddy gone? 





























COMMERCIAL 


As our reinvented dim daughter travels around 
America, the Arctic and a couple of outer space 
areas, she picks up the odd magnetic card thingie 
that gives her access to the camps or other loca¬ 
tions. She'll also pick up various laser video discs 
and these range from commercials for anti-alien 
shelters to bizarre hair-replacements involving 
specially bred worms! As well as these humorous 
items, there are also news items that occasionally 
give Steel Harbinger hints as to where best to go 
next to rescue some human captives. 


ILETHRL WERPONS 


Once she's been augmented, our bim- 
bette goes on a rampage so devastating, 
so full of destruction and anger that even 
the fierce alligator and canine 
mutants cower in fear. And 
who can blame them 
when her arsenal of 
weaponry ranges 
from simple pulse 
blasters to devas¬ 
tating rings of 
energy that kill 
anything (including 
unfortunate humans 
if she's clumsy) to a 
wonderful mega-shield 
thingie that vapourises 
anything that touches with its 
rainbow beams of power. The New 
Adventures of Wonder Woman was never 
like this! 


you are, a happy little crocodile, swim¬ 
ming around munching the odd wilde¬ 
beest until the aliens land, shove a load of 
wires up your jacksie and turn you into the 
most evil cyborg croc this side of a far 
away place where all crocodiles are 
cyborgs! And as for what they 
do to all those cute dobermann 
pinschers and rottweilers... 


The amount of monsties that our poor old 
Steel Harbinger has to face depends a 
great deal on how well the game is 
played. Save the humans from the concen¬ 
tration camps, and that's fine. Leave 'em 
there, and you've got more mutants to 
deal with than Emma Thompson has 
unjustified BAFTAs. But it's the poor, 
dumb animals you feel sorry for. There 


THE TERMINATORS 







































Frank Thomas Big Hurt Baseball (not the most attractive title for a sports sim) gives 
beginners a good chance to hone their batting skills, on a variety of pitch types, as just 
a batter and a pitcher occupy the field and practise shots. Learning when to time your 
swing, how to avoid strike outs and foul shots and noting just how easy it is to hit a 
home run are all encapsulated in this play area. 
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ACCLAIM 


SPORT SIM 


O he first time I ever 
^ encountered base- 
k ball I was aged 
I about ten. Someone 
f lent me a book of 
Snoopy cartoons and 
ail that the human charac¬ 
ters did was play baseball. I realised 
that, to use a cricket analogy, the pitch¬ 
er was the bowler, the shortstop was the 
wicket-keeper and that Americans were well 
and truly obsessed with the game. Indeed, as 
their national sport, it rather dominates their televi¬ 
sion today - major television series or films will be pre-empted by coverage of impor¬ 
tant games, and films like Field of Dreams and A League of their Own are all based heavi¬ 
ly on the nation's love of the sport. 

Then, about ten years ago, the sport began to take off in Britain. No longer did peo¬ 
ple gather in big open spaces to play a merry game of rounders in the shades of a 
sprawling oak tree - now they screamed and yelled their way through baseball, cries of 
'Play Bair and 'Home Run' ringing through the parklands of fields of Britain. 

Bearing this in mind, it seems a little strange that Frank Thomas Big Hurt Baseball , 
developed in the UK by Iguana, is the first such sim to reach the PlayStation, and is 
indeed Acclaim's first major sports sim since NBA Jam: Tournament Edition . With 
motion-captured players the order of the day, here is your chance to find out exactly 
why Charlie Brown, Lucy, Schroeder and Peppermint Patty spent their Sunday after¬ 
noons playing little league and getting excited by a Babe Ruth trading card. 


PRACTICE MRKES PERFECT 


PICKING THE TERMS 


There are a plethora of teams to chose from, 
individual players to opt for as you create 
your own superteams to compete in the 
Homerun Derby or All Star playoffs, and 
although a lot of statistics are available, 
choosing individual players is not quite as 
interesting to look at as a lot of other sports 
games, notably basketball ones, where you 
get a little shot of the players etc. You can 
select to play either the CPU or a second 
player, choosing between pitching and field¬ 
ing or batting. If you elect to bat, you get a 
little readout of your player at the bottom of 
the screen, while at the top, there is infor¬ 
mation about the pitcher. There are also a 
variety of stadiums to pick and choose from. 
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You can alter various aspects 
of gameplay through the 
Options menu. This gives the 
ability to select four alterna¬ 
tive music tracks, 44 different 
sound effects and whether or 
not to have the announcer 
blather nonsense throughout 
your game or not. On top of 
that, there are two levels of 
difficulty - rookie or veteran, 
the choice of day or night 
play and even whether or not 
you want your game in stereo 
or mono.. 




PREVIEW 









































44 





aving proved that 
the PlayStation 
can successfully 
support strategy 
games with X- 
Com: Enemy Un¬ 
known , MicroProse turns its 
attention to the God game with 
a enhanced version of its best¬ 
selling PC title. Transport Tycoon. 
Similar in many ways to Maxis' 
empire-building SimCity2000 M 
the objective of the game is to 
construct a sprawling metropolis 
by first creating an efficient 
transport system that connects 
the virtual villages in the game 
arena, then gradually improving 
facilities with better trains and 
roads before eventually invest¬ 
ing in air travel if time and 
money permits. 

Adopting the same versatile 
isometric view that featured n 
the PC original, the PlayStation 
version of Transport Tycoon also 
boasts a dynamic 3D mode that 
allows players to zoom in and 
out from the scenery. This not 
only ensures the game is more 
aesthetically pleasing but also 
makes for a more playable game, 
with the freedom offered by the 
floating camera proving 
absolutely essential during ardu¬ 
ous construction work. 

Not only is the game a con¬ 
stant battle to please the pixilat¬ 
ed public, but the player also 
faces stiff competition from 
computer-controlled opponents 
looking to become Transport 
Tycoons. The century-long 
struggle begins in 1930, with 
the advent of the steam engine 
kick-starting the transport 
industry. As the years pass in 
'real-time', technology pro¬ 
gresses in leaps and bounds. The 
steam locomotives of old are 
surpassed by diesel and eventu¬ 
ally electric trains, before the 
aeroplane becomes the pinnacle 
of passenger travel. Intercity 
train and jumbo jets aren't 
cheap though, but with fares as 
high as British Rail's, money 
shouldn't be a problem, eh? 


ENTERING THE THIRD DIMENSION j 


The most notable feature unique to the Play¬ 
Station incarnation of Transport Tycoon is its 3D 
view, a versatile feature that allows the player to 
take in their realm from practically any angle. 
Constructed from texture-mapped buildings and 
scenery the 3D mode looks nothing short of stag¬ 
gering, as tiny trains, planes and automobiles zip 
along the roads, rails and airways of the virtual 


world. Zooming closer to the terrain gives a clear 
view of where to build next while scaling out pre¬ 
sents a general overview of the land, a particularly 
useful option for planning transport links between 
distant cities. Transport Tycoon can also be played 
in the bog standard isometric view, but without 
the graphical finesse and gameplay advantages it 
offers, who'd want to? 


MICROPROSE 

JUNE 

TBA 

1 

STRATEGY 


Before players are crowned Transport Tycoon they 
must first build up their tiny business into a blos¬ 
soming corporation with links that stretch across 
the globe. Starting with a desolate patch of land 
and a few tiny village dotted around, entrepre¬ 
neurs must first construct power stations and fac¬ 
tories to serve the needs of the population. They 
can then concentrate on developing the transport 
link between towns, laying trains tracks and con¬ 
structing roads while at the same time purchasing 
enough locomotives and carriages to ensure a reli¬ 
able service maintained. Tycoons can then branch 
out into other areas, building ports to take advan¬ 
tage of naval links and eventually taking to the 
skies having invested sums of money in an airport. 
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MG are the first 
people to admit 
that perhaps 
Cex and Off - 
World Interceptor 
Extreme weren't the most aus¬ 
picious start for their Play¬ 
Station plans, and are now 
preparing to make amends as 
they unveil two mismatched 
heroes in the video game equiv¬ 
alent of a 'buddy' movie. The 
cinema is inundated with 
strange pairings who initially 
don't get along, punch each 
other, but — hey! — work out 
their differences in the end. 
Lethal Weapon , 48 Hours , Bad 
Boys , and Tango and Cash are all 
examples of the genre at work 
— and even Die Hard with a 
Vengeance threw in Samuel L 
Jackson to carry the movie 
along. Now we have Firo and 
Klawd , the first pairing to try 
and recreate the genre within a 
video game. 

Whereas past two-player co¬ 
operative games pitch the play¬ 
ers together as virtually identi¬ 
cal sprites, Firo and Klawd lives 
up to its 'buddy' tag by offering 
each player a character with 
totally opposed skills and abili¬ 
ties — thus ensuring more gen¬ 
uine teamwork as these skills 
come into play. Similarly, the 
relationship between the 
two characters is emphasised 
through a series of rendered 
link sequences which play 
between stages, and also serve 
to further a plot not too dissim¬ 
ilar to those of the said Buddy 
movies. Particularly those sur¬ 
rounding the antics of Messrs 
Murtaugh and Riggs... 


DEMPSEY RNO MRKEPERCE 


Eddie Murphy and Nick Nolte. Julia Roberts and 
Nick Nolte. Even Samuel L Jackson and John 


Travolta. Famous pairs everyone of them, now 
joined by the pre-rendered heroes Firo and Klawd: 


The ultimate evolution of the 
Clyde character from Every 
Which Way But Loose - ie a 
crime-fighting primate. A 
hard-bitten Orangutan, ^ 
Firo is overweight, fed up 
with pounding the 
grimy streets of New fyj 
Yak, and sick of being 
constantly thwarted by 
the all-powerful crime 
lord. His hatred for 
criminal activities, 
though, is counter¬ 
balanced by his 
overt love of guns 
- which is fully exercised 
as he gets to grips with 
the numerous high- 
explosives littered around 
the game. 


mmrn 


A wise-cracking cat from 
the backstreets of New Yak's 
grubbiest areas. In the past has 
scraped a living delivering 
parcels for people - no ques¬ 
tions asked, of course - until this 
activity saw him thrown in the 
cells by one Detective Firo who 
opened a holdall he was carry- 
y> ing to reveal a bundle of funny 
money. Claims to be completely 
innocent of the fraud charges he 
is awaiting sentence for, and 
plans to use his unwanted pairing 
with Firo to clear his name - and 
^ gain revenge against the peo- 
pie who framed him. 


















STOP! FIRMED POLICE! 


Firo and Klawd mixes a number 
of game genres, but is predomi¬ 
nantly an arcade/adventure with 
shoot 'em up overtones. The 
play area resembles a high-reso¬ 
lution of Konami's Project Over¬ 
kill ', with the assorted warehous¬ 
es viewed from an isometric 
perspective and scrolling in the 
customary eight directions. As 
the player wanders the streets 
of New Yak the assorted inhabi¬ 
tants are also going about their 



everyday business and, in the case 
of the villains, if Firo or Klawd 
stumble across a crime in progress 
a gun fight ensues. This - obvi¬ 
ously - is where the shoot 'em up 
aspect of the game kicks in, with 
both Firo and Klawd armed to the 
teeth with guns, grenades and 
whatever comes to hand. A menu 
system is used to switch between 
the available weapons, and others 
to collect include mines, bazookas 
and homing missiles. 



THE CITY: RN R-Z 


Our detective duo's investigation spans sixteen 
locations, which in turn are split into eight levels. 
Starting on the mean streets of 'The Big Avocado' 
the seedier sites of the city are opened as their 
investigation continues. The game is roughly 60% 
complete at the time of writing and several game 
specifics are still to be decided. As such, although 
each stage will feature a major objective for the 
pair to reach (ie the safe retrieval of an object, 
locating a particular character, or just finding the 
exit), they are as yet undetermined. With the 
game in the hands of Interactive Studios - the 
team responsible for the numerous Dizzy games 
for the ZX Spectrum all those years back - each of 
the eight maps is up and running, and in the ver¬ 


sion we have seen the duo find themselves 
engaged in a running battle on an ice rink (com¬ 
plete with much slippery hilarity), moving down 
into the subway for a run in with local hoods, and 
locating a helicopter owned by the mysterious 
fraudster the pair are pursuing. The most impres¬ 
sive aspect of the game maps, however, is their 
high resolution. Whereas virtually every game 
released on the PlayStation claims to feature 
'stunning rendered backdrops' Firo and Klawd can 
genuinely stand up and proclaim such a fact, as 
these maps of the game's roof, alley and chemical 
plant locations show - note also the dock level 
which precedes the game's final battle against the 
mysterious crime lord. 


YOU HRVE BEEN 
WRTCHINC... 




The city is inhabited by a mix¬ 
ture of dangerous criminal 
types, all acting independently 
of each other. The programmers 
have created over thirty charac¬ 
ters who are integral to the plot 
and on hand with information 
and red herrings which can 
either help or hinder our 
heroes. In keeping with the 
simian and feline natures of the 
stars, all the supporting cast are 
animals, ranging from bizarre 
bovine hookers (complete with 
stockings!) to a gun-toting bull 
who acts as one of the game's 
bosses. Each of the characters is 
endowed with a personality and 
attitude, with some needing 
gentle persuasion before they'll 
help, and others being coward¬ 
ly. These traits also extend to 
physical confrontations, with 
the aforementioned bull always 
out for a fight while several of 
the sleazier members prefer a 
quiet life. 
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In addition to the basic levels. Interactive Studios 
have also added an Operation Wo/f-style sub-game 
where the players use crosshair sights to pick off 
wave after wave of oncoming foes. The first of 
these is unveiled when the pairs' curiosity leads 
them down into the mugger-laden subway. On 
boarding a train, the view switches to a Doom-style 
view, with Firo and Klawd's weapons shown at the 
bottom of the screen, while the aforementioned 
cross hair is used to pick off the muggers and crimi¬ 
nals who attack from every corner. Again, due to 
the game's partially completed nature, the majority 
of these stages are still in development, but a sec¬ 
ondary shoot out in what appears to be a library in 
the mansion of the crime boss already exists as a 
short demo. 


New Yak city is a town which suffers from all the 
problems of America's similarly-monikered Big 
Apple. Crime has spread across New Yak (also 
known as 'The Big Avocado') like a virulent disease, 
and the police force is under siege from a constant 
round of muggings, robberies and mobster hits. 

The word on the street is that one particular gang¬ 
ster is responsible for the latest spate of laundered 
money and crime sprees, but anyone who gets 
close enough to finger the culprit disappears 
before the police can gain any clues. Of the cops on 
the beat, Firo (well, this is a game where all the vil¬ 
lains and supporting cast are animals) is an 
Orangutan officer of several years standing. As 
with all the best big screen cops, he is unorthodox 
in his methods, and will only work alone. However, 
when desperation creeps in as more counterfeit 
money hits the streets, the Chief of Police breaks 
every rule by sending Firo undercover - and aided 
by a known villain. Enter Klawd, a street-wise cat. 
Busted by Firo several months when he caught him 
carrying a holdall of the funny money across the 
city, Klawd has continually pleaded innocence to 


his crime, stating that he didn't know what was in 
the bag. Thus, with the scene set, the first player 
now only has to help Firo blow the cover of whoev¬ 
er is filtering the cash on to the streets, but the 
second player also gets to try and find out who (if 
anyone) framed Klawd. See, we told it was like any 
Buddy movie you care to mention... 
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"CHOOSE SUPER MARKET SWEEP. CHOOSE A CAREER. CHOOSE A BULL TERRIER. CHOOSE WASHING MACHINES, CARS, Cn PLAYERS, ANO 
ELECTRIC TOOTHBRUSHES...CHOOSE BIY KARMA SUTRA ANO WONBERING WHO THE HELL YOU ARE ON A SUNBAY MORNING.. BUT WHY WOULD I 
WANT TO BO A THING LIKE THAT? CHOOSE OEFENBER ANO FIVE OF THE MOST RABGE ARCABE GAMES EVER CREATEB. CHOOSE WILLIAMS ARCAOE 
GREATEST HITS. ALL SIX GAMES ON ONE SONY PLAYSTATION SAUCER. CHOOSE IT BECAUSE IT’S NEVER BEEN HERE FOR YOU BEFORE. CHOOSE 
OEFENBER, JOUST, ROBOTRON, SINISTAR, BUBBLES ANB OEFENBER 2. CHOOSE LIFE...AT 1980’S PRICES. NOW, YOU’VE GOTTA BO THAT...” 


^McamS © p 

Williams Entertainment Inc. PlayStation 


Williams® Arcade’s Greatest Hits™ ©1996 Williams Entertainment Inc. All rights reserved. Defender® ©1980, 1995; Defender® II ©1981. 1995; Joust® ©1982. 1995; Robotron ® ©1982.1995: Smistar® ©1982. 1995; Bubbles® ©1983. 1995 Williams 
Electronics Games, Inc. All rights reserved. Williams®. Defender®. Joust®. Robotron: 2084®. Sinistar® and Bubbles® are registered trademarks of Williams Electronics Games Inc. Used under license. Developed by Digital Eclipse Software, Inc. Emulation 
software ©1995, 1996 Digital Eclipse Software, Inc. Digital Eclipse™ is a trademark of Digital Eclipse Software, Inc. Licensed by Sony Computer Entertainment for use with the PlayStation game console. PlayStation and the PlayStation logos are trademarks 
of Sony Computer Entertainment Inc. GT™ and the GT logo are trademarks of GT Interactive Software (Europe) Ltd. GT Interactive Software (Europe) Ltd. The Old Grammar School, 248 Marylebone Road, London NW1 6JT. http://www.gtmteractive.com 
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The Future 

18 History 

NINTENDO HAS MARIO, SEGA HAS SONIC, BUT WHO WILL 
SONY TURN TO WHEN IT NEEDS A HEXADECIMAL HERO? 



PLAYSTATION PLUS WONDERS IF THE RESURRECTION OF 
PACMAN AND FRIENDS WILL BRING MUCH-NEEDED 
CELEBRITY BACK TO VIDEO-GAMING 


MAY 
























Certainly, games like PACMAN and Sinistar ooze nostalgic 
value but does nostalgia really count when the average 
PlayStation gamer is a trendy 19-year-old clubber? Probably 
not, but if a game that J s over a decade old can be just as 
much fun as many of today's releases then maybe the 
younger generation should sit up and take note. Tekken 2 is 
undeniably at the cutting edge of video gaming but it was 
obviously inspired by something else. The chances are it was- 
n't Kung Fu Master , but the beat 'em up had to start at the 
bottom and where better than Irem's classic fist-fight. A 
decade down the line though, does Kung Fu Master have the 
pixilated punch to knock out Tekken 2 or, more likely, are all 
these classic compilations just money for old rope? 


W ho'd have thought that fifteen years on, PACMAN 
would still be enjoying the good life at the cutting 
edge video gaming. Standing proud alongside 
Doom and Resident Evil , Calaga is desperately vying for a 
piece of next generation action while Pole Position , still cruis¬ 
ing in primary colours and Pixel-O-Vision™, is challenging 
WipeOut for a place on the winner's rostrum. Just as flared 
corduroy trousers and wide-rimmed glasses have become the 
height of fashion, retro is taking over the PlayStation. 

But it's not necessarily 'a good thing'. It's easy to look 
back with rose-tinted glasses, reminiscing about the time 
Defender was first discovered at the arcades, but have these 
once ground-breaking coin-ops survived the test of time? 







W hen asking whether retro compila¬ 
tions are actually worthwhile there 
are two questions that should be 
asked. Firstly, are the games as good now as 
they used to be and, secondly, does the aver¬ 
age PlayStation owner actually remember who 
the hell PACMAN is? According to Sony the 
typical PlayStation owner is a male between 
18 and 25 years old, is studying at college or 
university, is single and enjoys clubbing. He 
likes to think he's pretty cool and probably 
wears Stiissy T-shirts, owns a pair of Vans and 
listening to dance music like The Chemical 
Brothers. So, if Sony's ownership profile is 
anything to go by, Joe Public has been brought 
up on a staple diet of Sonic the Hedgehog and 
Street Fighter II and has probably never heard 
of Mappy or Rally-X, let alone Bubbles or 
Toypop. Don't expect any sparks of nostalgia 
from a teenager playing Defender because the 
chances are they were only six-years-old when 
it originally appeared in the arcades! Namco's 
Museum volumes and the other classic compi¬ 
lations are appealing to the more mature 
gamers then, the 26-year-old office worker 
who enjoys Doom but also likes to rekindle old 
memories with a quick blast on Ca/aga. 

There's also the price to consider. 
Admittedly, £45 is extremely reasonable if 
you're getting half a dozen games for your 
money, but if only two of the six games are 
worth playing then it doesn't seem quite as 
good value. Compared to the majority of 
today's games the titles bundled onto these 
compilations are limited and extremely basic, 
offering more of a mindless diversion rather 
than an absorbing gaming experience. True, 
some are genuine classics, like Defender ; for 
example, but a lot of the other titles featured 
in these compilations are disappointing space 
fillers - can anyone honestly admit to pumping 
coins in Bosconian just to reach the next wave 
of aliens? 

Then there's the matter of image to take 
into account. The PlayStation is a status sym¬ 
bol, an icon of cool, so surely the average 
gamer wants a game that demonstrates the 
immense power of their next generation 
machine, not a so-called classic coin-op from 
1983, even if the conversion is arcade-perfect. 
No matter how rose-tinted you're glasses are 
Pole Position will never be as fast and furious as 
Ridge Racer Revolution and PACMAN will never 
succeed Doom in terms of sheer excitement. 

But nostalgia is a weird thing. Grown men 
become weak at the knees at the sight of 
Joust , so while Magic Carpet may be a techni¬ 
cally better game, sometimes a quick blast 
from the past is more appealing than delving 
into a full-blown epic. As such the number of 
retro compilations appearing on the shelves is 
increasing every month, with two Namco 
Museum volumes and Williams'Arcade Classics 
already available. The future looks even more 
promising too, with at least another five com¬ 
pilations imminently due. With games like the 
Bubble Bobble Trilogy promising to jump all 
over Johnny Bazookatone and Rayman , maybe 
this nostalgic trip down memory lane is worth¬ 
while after all. 



NAMCO MUSEUM VOLUME I 


The first of the old game compilations to 
appear on the shelves, Namco Museum 
Volume 7 (reviewed in PlayStation Plus 
Issue 4, rated 84%) is a okay-ish collec¬ 
tion of well-known classics and substan¬ 
dard fillers. Of the seven games on offer 
only Calaga , PACMAN , Rally-X and Pole 
Position have any nostalgic value, the 


remaining titles being a mixed bag of rel¬ 
atively unknown Eighties coin-ops. Even 
so, only Galaga stands the test of time 
and is the only title that is still genuinely 
exciting to play. Okay, PACMAN , Pole 
Position and even Toypop are fun for a few 
minutes but they're nothing more than 
diversions and as such are repetitive and 
ultimately dull. Bosconian , the last title in 
the pack, is just plain dull. 


WILLIAMS ARCADE CLASSICS 


Williams' entry into the arena of crusty 
games is considerably better than 
Namco's efforts simply because of the 
strength of the titles featured on Arcade 
Classics (reviewed PlayStation Plus Issue 
8, rated 89%). Again, this CD is packed 
with half a dozen coin-op conversions 
but rather than a boasting a couple of 
decent games and the rest little more 
than space fillers, five out of the six 
titles are classics in every sense of the 
word. Defender and Defender II are bril¬ 
liant even though they're around fifteen 
years old, and Robotron is the same 


manic blast it always was. Sinistar is, as 
you'd expect, an arcade perfect conver¬ 
sion and as such is extremely playable if 
a touch difficult, while Joust is a simple 
but immensely enjoyable platform game 
in which eggs must be collected by guid¬ 
ing a flying ostrich across the sparse lev¬ 
els. It's one of the few games on these 
compilation packs that offers a two-play- 
er mode, which is in this case a welcome 
addition. Bubbles is the only duff game 
featured, but even so it's still a damn 
sight better than some of the B-grade 
titles found on the Namco compilations. 
















NAMCO MUSEUM VOLUME 2 


The second of the five proposed Namco 
Museum compilations. Volume 2 
(reviewed in PlayStation Plus Issue 7, 
rated 63%) is again a poor selection of 
video games from yesteryear. The six 
titles on offer range from the diabolical 
(CutieQ ), to the bearable ( Crobda ), to 
the thoroughly enjoyable (Mappy). 
Xevious also a source of enjoyment, and 
while it's not as frantic as Galaga it's 
refreshingly playable if frighteningly 
basic. Dragon Buster is an early attempt 
at the RPG that adopts a Gauntlet- style 


approach (albeit not as fast-paced), but 
fails to capture the atmosphere of 
adventuring due to basic graphics and 
terribly simple hack 'n' slash gameplay. 
Gaplus , another of the compilation's 
lesser known conversions, is a dire 
Galaga rip-off that's just too damn hard. 
As with the first there's the museum 
that's filled with interesting facts about 
the games featured in the pack, and if 
nothing more at least this 3D section 
looks neat. Shame about the games 
themselves, though. 
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the video games, of which 
there are a few. Megaman X3 
is of course the latest, 
appearing first on the Super 
Nintendo a couple of months 
ago and now on the 
PlayStation. To be quite hon¬ 
est, little has changed since 
Megaman's original outing - 
he still looks pretty cool, car- 
^ ries a hefty arm-mounted 


and therefore 
doesn't exactly 
push the machine 
to its limits. It's 
fun to play 
though, and pro¬ 
vides a challenge 
other PlayStation 
platformers like 
Johnny Bazooka- 
tone and Ray man 


P B 


AROUND FOR WELL OVER TEN 
YEARS AND HAS JUST MADE 

his PlayStation debut. 
After all these years the 
Japanese super hero still 
hasn't chanced. 


GRADIUS DELUXE PACK 


The Gradius Deluxe Pack 
(reviewed in PlayStation Plus 
Issue 8, rated 64%) is a disap¬ 
pointing collection of two par¬ 
ticularly average shoot 'em ups, 
namely Gradius and its similarly- 
titled sequel. Available as yet 
only on import, neither game 
really reached cult status in this 
country and as such were rele¬ 
gated to dingy arcades dotted 
along Southend pier and 
Blackpool Pleasure Beach. Back 
in the mid-Eighties when 


Gradius was first released it was 
one of the first shoot 'em ups to 
boast power-ups and end-of- 
level guardians, and therefore it 
was one of the most enjoyable 
blasts of the era. Now, over ten 
years later, just about every 
game features massive boss 
characters and power-ups of 
some description, and therefore 
Gradius and even its sequel have 
little to offer. Okay, they're fun 
for a couple of hours but I 
expect more for my £40. 


Scoring an admirable 81% on 
Page 76 of this very issue of 
PlayStation Plus, Megaman (or 
Rockman as he's known in 
Japan) debuted on the 
Nintendo Entertainment 
System some 13 years ago. 
Since his first appearance he 
has spawned countless tie- 
ins, from tacky merchandis¬ 
ing to his own animated tele¬ 
vision show. Then there are 


constantly hassled by the 
globe's most notorious 
super-villains. The game is 
very similar too, being a sim¬ 
ple scrolling platformer that 
keeping in Megaman tradi¬ 
tion, is incredibly tough but 
rewarding nonetheless. It's 
by no means perfect though. 
Visually it looks incredibly 
similar to the Super 
Nintendo game __ 


plasma cannon and is fail to match. 




MEGAMAN X3 


Megaman has been 
























A TRIP DOWN MEMORY LANE OR MONEY FOR OLD ROPE? 


gameplay. Sure, smart graphics help, but if 
you can't play it then it's nothing more than 
a passive experience. As for the classic com¬ 
pilations, the vast proportion of time invest 
ed in bringing these classics to the Play¬ 
Station was spent perfecting the emulator 
to make the original coin-op code work. Six 
all-time coin-op legends on one disc with 
video interviews with the original coder, 
what more could you ask for? A jaunt down 
memory lane in anybody's book." 

Paul Bufton, GT Interactive 


playable too so yes, the compilations are 
definitely a good thing." 

Simon Smith-Wright, Acclaim Entertainment 


"I think they're great. They offer pure, 
unadulterated gameplay. They might not 
offer fancy texture-mapped polygon graph¬ 
ics but they are the purest form of video 
game - they've got gameplay by the bucket 
load. What's more, they were popular then 
and I reckon they will be now. Okay, some of 
the younger generation might frown upon 
them, thinking 'God I don't want to play 
that because it doesn't has this many poly¬ 
gons,' but I think us old gamers appreciate a 
classic game. Because over 40% of people 
who own a PlayStation are over 25 there is 
definitely a market for them. When I was 
working for Sega we released Space Harrier 
and Afterburner which got real positive feed¬ 
back, both from the press and the public. So 
they've been well-received before and I 
think they will be again. Are they a trip 
down memory lane or money for old rope? A 
trip down memory lane, definitely." 

Guy Pearce, Sony Computer Entertainment 


"If aimed at the right price bracket with a 
collection of instantly playable and recog¬ 
nisable coin-op classics, then why not? I 
think the Williams Arcade Classics has got it 
spot on. Everybody has heard of Defender , 
not to mention Robotron, Sinistar, Defender 
//, Joust. Even Bubbles had a huge following 
on the continent. What we have to remem¬ 
ber is that Defender was the precursor, in 
terms of gameplay, to many of today's top 


"Alien Trilogy was in development on and off 
for three and a half years, it's got surround 
sound, the most amazing 3D graphics, it's 
got superb sound effects, it's absolutely 
massive, it'll take you days, maybe even 
weeks to complete. But, if you've finished 
Alien Trilogy or Doom, would you go back to 
it? At the end of the day a game needs to be 
totally and utterly addictive for people of all 
ages, and while no game has really achieved 
this yet, Bust-a-Move comes extremely 
close. Some of the older classics are just as 


games. The concept of blasting your 
way through an alien infested war 
zone to rescue humanoids sounds, 
well... familiar doesn't it? Likewise in 
the case of Robotron, it inspired a 
genre of its own, from Gauntlet in 
the arcade to Smash TV on the 
16bit systems. It's all about 


OLD GAME EVOLUTION OR REVOLUTION? 


technology advances it doesn't necessar¬ 
ily mean the games improve. Johnny 
Bazookatone, one of the PlayStation's 
few platform games, is dull and uninspir¬ 
ing compared to Bubble Bobble, a game 
that first appeared in 1985! Of 
course, some game concepts 
haven't even evolved with time. 

Even now developers such as * 
ReadySoft are releasing atrocities 
like Brain Dead 13, a Dragon's Lair 
hybrid that matches the cartoon- 
style cosmetic beauty of it's arcade ~ K 
cousin but still suffers from the 
same lack of interaction. 

Creating a follow-up that remains — 
faithful to the original product is fine if it 
was perfect the first time around, but 
why bother when the subject matter is 
horribly flawed? 


While the trend of releasing old games 
on new platforms is only just reaching its 
infancy, for years brand new titles have 
relied on ideas or indeed characters of 
past games. International Track and Field 
is a prime example. The texture-mapped 
polygons and motion-captured graphics 
bring the game into the Nineties, but 
beneath the visual facade, the button¬ 
tapping gameplay remains virtually iden¬ 
tical to that of the Eighties coin-op upon 
which it is based. 

Street Fighter II is another game that 
has survived virtually intact through 
countless updates and sequels, and while 
Street Fighter Alpha is visually better than 
it's older brother and gameplay has been 
refined, basic game mechan¬ 
ics are practically the same. 

However, just because 
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pack doesn't really offer 
good value for money, 
especially when all three 
games have suffered the test 
of time so badly. Thankfully it 
does get better though, as 


7000 


With only half a dozen or so classic compilations avail¬ 
able, the trend of re-releasing Eighties coin-ops has only 
just begun. Namco has already got another three 
Museum Volumes in the pipeline, making a total of a 
five in all. While the final line-up of each has yet to ^k 

be announced, Metrocross, PaclandGalaxians and 
Pole Position 2 are all expected to appear. Also ^k 
entering the fray is Irem, with its Irem M 

Classics Pack is also imminently due 
for release in Japan. However, the 
collection looks to be one of the 
weakest collections so far. ^ 

Compared to the other compila- Mk* 

tions Irem Classics boasts just ^ 

three games - Kung Fu Master, 

Zippy Race, and 10-yard 
Fight. Therefore the 


cus sics 
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Trilogy later in the year. The pack - — | H | 

contains the cream of Eighties platform games, 
featuring Bubble Bobble and it's two sequels. 

Rainbow Islands and Parasol Stars. Starring the 
dinosaur duo Bub and Bob (who eventually change 
back to little kids after breaking the curse at the end 
of Bubble Bobble), each game is still regarded as a 
classic and if any of the retro compilations deserves 
recommendation, this certainly gets PlayStation Plus' 
vote. Until it's released there is of course Bub 'n' 

Bob's PlayStation debut Bust-a-Move, which is previewed on Page 36. 


HI-SCORE 


SPEED 


BACK TO THE FUTURE 




COMPI¬ 
LATIONS AVAILABLE, Irem Classics Pack 
IS PITIFULLY WEAK , FEATURING JUST THREE 

games. Kung Fu Master is still 

ENJOYABLE BUT THE OTHER TWO, ZlPPY 

Race and i o-Yard Fight are pretty 


NAFF. REALLY 
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Advance thru different worlds like Indiana Jonesville and 
Frank N. Steintown. (Legal weasels require we be vague.) 


Get ready tor one serious See-Pood Cocktail. 

it's GE2, your biag munching, 

tongue-laabing alter-ego. Oh yeali, we got 
Hungry-Man portions of pop-culture 
dbeese all right. With late night TV freaks 
like Gamera and Flatulence Man. 

But it’s our special sauce—over 500 
hilarious one-liners and sound effects 
from HBO® comedian Dana Gould—that give 

gez major attitude. so forget about 

good taste, ibid go with the skanky bug 


du jour instead. 




DYNAMICS 


Try jumping, tail-whipping & face-sticking to discover 
secretlevels/bonus stages that only Irv in Engineering knows about. 


4T t*i< 


ElectronicGaming Monthly “Editors’ChoiceGold Award" 
Diehard Gamefan "Character of the Year” 

KEW for 

Sega Saturn™ 
and the 

PlayStation™ 

game console 


BJVtG 


©1995 Crystal Dynamics. All rights reserved. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc.HBO is a registered service mark of Time Warner Entertainment Company, L.P 
Distributed by BMG Interactive Entertainment International, a unit of BMG Entertainment. Bedford House. 69-79 Fulham High Street, London SW6 3JW. Ple3S6 C0llt3Ct yOUF local BMGie OffiCB for further details. 
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ear. An unpleasant emotion 
caused by the nearness of dan¬ 
ger or expectation of pain, 
often related to spiders, 
snakes, rats and heights. 
Provokes excessive perspiring, 
involuntary muscle spasms and, occasionally, 
the loosening of the sphincter. It's a feeling 
we've all experienced, but rarely is the cause 
something as frivolous as a video game. But 
Resident Evil isn't any old video game. It is 
arguably the best game of 1996, possibly 
even the best title to appear on the Play¬ 
Station. And it's scary. Very few games are so 
tense, so atmospheric as to make the player 
physically jump - in terms of filling your t 
pants. Resident Evil is more effective than a 
double dose of Dumpalot laxative. 


It's just as messy too. Blood stains the 
walls, intestinal trails are strewn across the 
floor and bits of brain fly across the room 
when a zombie is bagged up close with the 
shotgun. Sure, Resident Evil is gory, even 
gross at times, but it's the adult theme that 
makes the game so compelling. Whichever 
way you look at it, stalking fluffy bunnies 
with a water pistol just isn't as exciting a gun¬ 
ning down the undead in a spooky mansion. 

Of course, this level of horror means 
Resident Evil isn't game for the young 'uns. 
Although a rating has yet to be confirmed, an 
18 certificate is almost certain, so unless 
you're old enough to legally drink lager and 
watch pom films then I'm afraid you're stuck 
with Johnny Bazookatone. Either that or it's 
time to invest in some false ID. 
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BOY FIND GIRLS 


One of Resident Evil's most unique features is 
that the storyline differs depending on which 
character is under the player's control. Select Jill 
and the game proves slightly easier, as weaponry 
and ammunition supplies are more abundant and 
monster aren't quite so difficult to kill. Jill can 
also carry more items, holding up to eight 
objects as opposed to Chris who can only store 
six. At the beginning of the game Chris must rely 
on his combat knife rather than a Beretta, and 
never gets the chance to use the bazooka which 
Jill plucks from Forest's pecked corpse. Chris 
does, however, get the chance to use the 
flamethrower, a weapon which is Barry's, who 
helps Jill out whenever she's in trouble... 


When the shotgun is picked up, a switch is trig¬ 
gered which activates a booby trap in the previ¬ 
ous room. 


REBECCA CHAMBERS 

The only surviving member of 
Bravo team, Chris discovers 
Rebecca hiding in the storeroom 
on the first floor. Although play¬ 
ing a small part in the game, she 
does occasionally offer Agent 
Redfield advice. 


CHRIS REDFIELD 

Chris is the other player charac¬ 
ter and offers a slightly tougher 
game than Jill. Initially armed 
with nothing a tiny combat 
knife, Chris is rarely helped by 
fellow agents but he can pick up 
the awesome flamethrower. 


wooden door slams tightly behind Jill as she 
tries to leaves, then the ceiling slowly rolls 
towards the ground. Erk! 


By checking the doors, shouting for help and fir¬ 
ing the gun, Barry realises Jill is in trouble and 
runs to help. 


Blowing the lock off the door, the room is 
opened and Jill can escape before being crushed 
to death. Chris, on the other hand, must replace 
the working shotgun with the broken one to 
avoid being crushed. 


LOOK TO 


Agents of the Special Tactics 
and Rescue service have been 
dispatched to investigate the 
mystery surrounding Raccoon 
Forest. Some will make it to the 
end, others won't be so lucky... 

JILL VALENTINE 

The first of the characters avail¬ 
able to the player. Pick Jill and 
the task in hand is made slightly 
easier as she's able to carry more 
V items and is aided throughout 
the game by STARS colleague 
Barry Burton. 


ALBERT WESKER 

The leader of Alpha team is 
tough, courageous and ready for 
a fight. After disappearing at the 
beginning of the game little is 
seen of Wesker, until Jill and 
Chris eventually find him lurking 
in the genetic laboratory... 


_ 


BARRY BURTON 

Jill's side-kick Barry is always 
ready to help the dark-haired 
cutie out of sticky situations, 
and never misses the chance to 
bag a bad guy with his Magnum. 
However, Barry is not entirely 
what he seems... 
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The first floor of the 
mansion must be 
explored before mov¬ 
ing onto grander 
things. Plagued by 
flesh-eating zombies 
and and rabid guard 
dogs, this place is no 
Holiday Inn... 


MANSION MAP 


Playing as Chris, Rebecca can be found hiding 
in this storeroom, along with a useful anti¬ 
poison serum and couple of ammo clips. 



A man-eating plant infests the garden foun¬ 
tain. The only way to kill it off is to use the 
chemicals from the storeroom. 



Break the silence in the cocktail bar by play¬ 
ing Moonlight Sonata on the piano to open up 
a hidden exit. 



A map of the first floor is stashed in the stat¬ 
ue's urn. You must use the steps to climb up 
and grab it. 



Don't be fooled by the zombie on the floor - 
walk too close and it will bite your leg. 
Instead lower your aim and blow its head off. 



The broken shotgun is located here, and is 
used to grab the other shotgun from the 
chamber just off the east corridor. 



Don't be fooled by this quiet bedroom, a 
zombie lurks inside the cupboard at the back 
of the room. 



Place blue and red gems in the eyes of the 
tiger statue to collect a golden crest and the 
meaty Colt Python. 



First blood is drawn by the zombie hiding in 
this corridor. Slit the monster's throat while 
it feasts on Kenneth from bravo team. 




Prize the golden shield from the wall, replac¬ 
ing it with the wooden emblem found in the 
dining hall. 



Having grabbed the gold shield and placed it 
on the emblem at the far end of the room, 
take a peek behind the grandfather clock. 



An extra ammo clip has been left on top of 
the cabinet while more shells for the shotgun 
are locked inside the desk drawer. 
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Kill the crawling zombie and grab the extra 
ammo. Complete the game and you're given 
a key to the closet at the back of the room. 



This tiny courtyard is infested with dogs and 
has little in terms of reward, apart from a 
couple of health-replenishing herbs. 



One false move and the crows will attack. 
The switches beneath the pictures must be 
flicked in ascending order of age. 



Undead guard dogs crash through the win¬ 
dows, then rear up to attack. Either run pass 
or shoot them with the shotgun. 



There's more to this small box room than 
meets the eye. Trigger the trap mechanism 
and you'll soon run out of breathing space. 



Another storeroom, another point to save 
your game. There's also a bag of chemicals 
which is used to kill the man-eating plant. 



Switch on the light in this tiny office to 
reveal a desk, on which the first Doom book 
is found. Open the book for a hidden treat. 


This corridor is patrolled by a single dog, 
which must be killed before your can open 
the door leading to the mansion gardens. 



As Chris, drain the muddy water from the 
bath to find a small key which unlocks vari¬ 
ous desk drawers. 



Although more powerful than the Beretta, Use the wooden steps to reach the crank on 

when you pick up the shotgun a trap is trig- the shelves. This is needed in the gardens, to 

gered. Would the broken shotgun help? drain the water from the lock. 
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MiCHREL YORK’S SCHOOL OF RCTINO 


In terms of presentation. Resident Evil is 
almost perfect. Almost. Character animation 
is realistic and fluid, background graphics 
and sounds are moody and atmospheric, and 
the monsters are genuinely scary. But, for all 
this cosmetic gloss, the voice-acting is 
absolutely dire. Each conversation is filled 
with dramatic pauses, over-acted cries and 
generally unconvincing dialogue. Combined 
with the over-emphasised hand movements, 
a short conversation can seem to last for 
hours, and there's no way of skipping 
through the scene. 


Having fled into the 
mansion for safety. 

Alpha team soon 
realise they have 
leaped from the 
frying pan and 
into the fire. In 
side the haunted 
house, danger 
lurks around 
every corner, 
and so do the 
zombies... 

YAWN 

Before attacking the snake, 
green herbs, as avoiding the reptile's poiso¬ 
nous bite is practically impossible. It's all too 
easy to get tangled up in its coils so try to 
stay back, aim high and blast its head with 
either the shotgun or bazooka. 


WWNW those zombies are real scary. " 


BINRRY BERSTS 


ZOMBIE 

With strips of torn flesh falling from their 
rotting corpses, the zombies stagger blindly 
around in the hope of feasting on human 
blood. Watch out for the creatures that are 
seemingly dead, lying on the floor - they'll 
grab your leg if you get too close. 


CROW 

The combat knife is the most effective 
weapon against the crows, hacking wildly as 
they swoop down to peck at your eyes. 
Alternatively leave the room and return, as 
the crows will now be easier hit as they rest 
on the balcony. 


ADDER 

Falling from the trees in the garden and also 
appearing in the caverns underneath the 
mansion, it is best to avoid the adders, sim¬ 
ply to conserve ammunition. However, 
they'll curl up and die after a couple of well- 
aimed Beretta rounds. 
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CERBEROS 

Undead guard dogs patrol the mansion, 
sniffing out any trace of an intruder. Pack of 
Cerberos beasts can also be found roaming 
the mansion gardens in force, so stay back to 
avoid their lethal pounce and bag them with 
the shotgun. 


WASPS 

Providing you keep moving, the wasps that 
swarm around the hive shouldn't present 
much of a problem. Due to their minute size 
the wasp are practically impossible to 
destroy - unfortunately fly swatters don't 
exist in Resident Evil\ 


MONSTER PLANT 

Infesting the small fountain located in the 
heart of the mansion, the monster plant is 
will crush Jill or Chris is they step too close to 
its tentacles. Don't bother trying to shoot it, 
it can only be killed off by poisoning its 
water supply with chemicals. 


























TO AVOID BEING STRANGLED 


TENTACLE , PUSH THE STATUE OVER 
THE HOLE IN THE FLOOR. 


DICING WITH DEATH 


As ammunition is frighteningly scarce, fight¬ 
ing the zombie hordes isn't the only way to 
achieve success in Resident Evil. Some mon¬ 
sters are best avoided because they're 
extremely tough or simply too difficult to 
hit. Conserving ammunition is paramount 
near the end of the game, side-stepping the 
slow zombies and saving grenades and shot¬ 
gun shells for the hunters and the Tyrant. 
Some weapons are more effective against 
monsters than others though and, for exam¬ 
ple, ammunition can be saved by using the 
shotgun on a crowd of zombies. Rather than 
hitting a single target the shot sprays from 
the barrel, wounding two or three enemies in 
a single shot! 


inmmmmmT'YTo 

TAKE OUT SEVERAL ENEMIES WITH A 
SINGLE SHOTGUN BLAST. 




GIANT SPIDER 

These over-sized arachnids spit gobs of poi¬ 
son goo, paralysing the player before scut¬ 
tling in close to gnaw with their pincers. 
Concentrate fire at their heads as bursting 
their abdomens will spill loads of tiny spiders 
across the floor. 


HUNTER 

Running riot through the mansion after the 
bio-research secrets have been unveiled, the 
hunters are extremely agile, and attack with 
razor-sharp claws. Wait for them to get close 
before firing the shotgun, following up with 
another blast as they writhe around in agony. 


CHIMERA 

Crawling swiftly along the ceiling, dropping 
down to attack with vicious claws, the 
Chimeras appear near the of the game. 
They're easily destroyed with a single 
bazooka round, providing they stay still long 
enough to hit. 



NEPTUNE 

Swimming through the flooded basement in 
search of helpless prey, the sharks are best 
avoided until the water can be drained off 
from the control room. The three fish can 
then be picked off as they flap around on the 
floor. Ha! 


PLANT 42 

Before Plant 42 can be effectively destroyed, 
its water supply must cut off and its roots 
severed by using the serum to the T-virus. 
Then it's best to fire off flame rounds from 
the bazooka, moving constantly to avoided 
the falling masonry. 


TYRANT 

He's very big, he's very fast, he's very hard. 
The ultimate bio-logical weapon waits for 
Chris and Jill in the laboratory at the end of 
the game, and unfortunately you can't run 
away from him. Bugger. Jill receives a rocket 
launcher if she lasts long enough, though. 




























HORROR, CORE RND BUCKETS O’ BLOOD 


After much speculation over the removal of 
the blood. Virgin has decided to keep all the 
gore in the game. This will obviously earn the 
game an 18 certificate but makes it all the 
more realistic and, in all honesty, a hell of a 
lot more exciting. Compared to the Japanese 
version certain sections of the PAL game will 
be cut, with scenes of decapitated heads 
rolling across the floor hacked from the final 
version. There is a limit to how much the 
public can stomach, after all. 


He* 3 Kenneth froa 



FOUND PECKED 
AND CLAWED TO PIECES BY CROWS. 


Obviously this cuy 


_i HAS YET TO DISCOVER THE 

CLEANSING PROPERTIES OF PURE & SIMPLE. 


Shoot zombies at close range 


HEADS WILL BE BLOWN CLEAN OFF. BLOOD THEN 
SPURTS FROM THE STILL-MOVING BODIES. ERGH. 



Both Jill and Chris 
are poorly armed 
when they first enter 
the mansion but 
loads of weapons are 
scattered around the 
haunted house. 
Avoiding the undead 
horde or tackling 
them with little more 
than a combat knife, 
when the dangerous 
duo find the shotgun 
and bazooka the 
tables are soon 
turned... 


COMBAT KNIFE 

Given to both Chris and Jill at the beginning 
of the game, the combat knife should only be 
used in dire emergencies. 



M92 BERETTA 

Holding 15 bullets in each ammo clip, the 
Beretta is most effective against weak ene¬ 
mies like zombies. 


WHICH WRY NOW? 



Play as Jill and you get the bazooka 


BEGINNING OF THE GAME. As CHRIS YOU GET TO 
PLAY WITH THE FLAMETHROWER... 


Jill Valentine is helped 


Unlike Alone in the Dark and other arcade 
adventures. Resident Evil is surprisingly non¬ 
linear. There are the obvious differences 
between playing as Chris or Jill, but the plot 
also changes depending on decisions made 
at key points during the game. This eventual¬ 
ly affects the ending of the game, so even 
after defeating the Tyrant for the first time 
Resident Evil has plenty more to offer. 


THROUGHOUT THE GAME BY 
FELLOW STARS AGENT BARRY 
Burton , but should she 

TRUST HIM WITH HER LIFE? 



REMINGTON M870 SHOTGUN 

Giving seven shots when fully loaded, this 
can instantly kill a zombie at close range and 
is extremely good against the guard dogs. 





































BAZOOKA 

Ammo appears in three forms: explosive, 
acidic and fire, with six rounds in each pack. 
Use this to kill large monsters like Yawn. 



COLT PYTHON 357 MAGNUM 

Considerably more powerful than the 
Beretta, this holds six shots and is very use¬ 
ful against the Hunters. 



FLAMETHROWER 

This has unlimited ammunition, but as it's 
also used to access parts of the mansion, it 
can only be used to attack certain creatures. 


R VERY BIG HOUSE IN THE COUNTRY 


The vast mansion in which Resident Evil is set 
contains loads of rooms and winding corri¬ 
dors to explore. But before the STARS team 
can escape they'll have to negotiate booby- 
trapped underground caverns, snake-infest¬ 
ed gardens and a flooded basement inhabit¬ 
ed by man-eating sharks. Variation in visual 
style and the monsters and traps encoun¬ 
tered is impressive throughout, from the 
webbed walls in the spider cavern to the 
industrial starkness of the generator rooms 
hidden deep underground. One thing that 
remains the same from beginning to end is 
Jill's tight vest top - it's a hell of a lot easier 
fragging a bad guy who's too busy staring at 
your cleavage to fight back! 






ROCKET LAUNCHER 

Collected at the very end of the game, the 
rocket launcher only has four shots but can 
destroy the Tyrant with a single shell. Crikey! 



5RVING GRRCE 



1 you take 

III KIBBON? Tea No 


Resident Evil is made more difficult because 
it doesn't allow players to save their game at 
any point during the game. Instead they're 
can only save their game when they find a 
typewriter, and only then can a position be 
stored if the player is carrying an ink ribbon. 
Although the ribbons are plentiful at first, as 
the game progresses they become rarer and 
so players must be more cautious when sav¬ 
ing. Admittedly this can be a pain, having to 
retrace your steps after dying at the hands of 
blood-thirsty 
zombie, but 
needless 
wandering 
around can 
be kept to a 
minimum if 
the ink ribbons 
are used only 
when absolutely 
necessary. 









































i Resident Evil 
"is one of the 
most atmos¬ 
pheric and absorbing games 
I've played in a very long 
time. From the gothic horror 
ambience to the adrenaline 
rush of close-range gun- 
fights, few games are as pol¬ 
ished or indeed captivating. 
Capcom has honed every 
aspect of the game to per¬ 
fection, from the texture- 
mapped characters that 
move realistically, to the 
brilliantly varied back¬ 
grounds and dynamic cam¬ 
era angles. Resident Evil's 
aesthetics are overshad¬ 
owed by the involving, non¬ 
linear script, a frightening 
horror story full of plot 
twists and branches that 
give for a varied and inter¬ 
esting game time after time. 
In fact there's little negative 
criticism to find with 
Resident Evil - aside from a 
few minor flaws (the terrible 
voice-acting, for example) 
it's difficult to find fault 
with such an engrossing 
game. Whether you enjoy 
the relaxed gameplay 
offered by an adventure or 
prefer a mindless blast, I 
guarantee Resident Evil will 
enrapture all players irre¬ 
spective of their bias, and 
will keep them enthralled 
from beginning to end. 


& 


HEALIN6 


NO EFFECT 


& 


THE NIGHTMARE 


July 1998, Raccoon Forest. Special Tactics And 
Rescue Service agents have been sent in to investi 
gate reports of savage murders in which a dozen 
blood-crazed people have been seen tearing their 
victims limb from limb before feasting on their 


flesh. After the mysterious disappearance of Bravo 
team when their transport helicopter crash landed. 
Alpha team, lead by Captain Wesker, are dropped 
on the outskirts of Raccoon city where the night¬ 
mare has only just begun... 


Forget Elastoplasts and bandages, if Jill and Chris are wounded they 
use herbal remedies to kill the pain. The three coloured herbs have 
different side effects, the green is used to heal and the blue plant to 
cure poison. The red herb has no effect on its own but when com¬ 
bined with the green it creates a fast-acting healing remedy. A potion 
which heals wounds and cures poison is created when the blue and 
green herbs are mixed together, while an super-duper, cure-every- 
thing ointment is mixed from bundling all three herbs together. 


HEALING 6 
ANTI-POISON 


HEALING 8 
ANTI-POISON X3 


HEALING 

X3 


ANTI-POISON 
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Never 

before has a 
PlayStation 
game impressed me on so 
many counts. Resident Evil 
lures the player in via its 
stunning graphics, and the 
assorted camera angles and 
general level of detail add 
heaps of atmosphere to the 
B-movie plot. It is the game- 
play that is Resident Evil's 
strength, though. Initially, 
the mission seems to involve 
popping off at zombies, but 
as the scenario unfolds and 
the creatures become more 
integral to the plot, more 
depth than any other 
arcade/adventure is uncov¬ 
ered — all against a time 
limit. Virgin have a real win¬ 
ner on their hands here, and 
Resident Evil is a definite 
candidate for 'PlayStation 
game of the year'. 


HOMEOPATHIC REMEDIES 










































ALSO AVAILABLE AT WOOLWORTHS 


NOW AVAILABLE FOR 



PLAYSTATION,AND SATURN! 


C&VG - 96% The Capcom boys done good.” 

Play Magazine - 93% "A cracking conversion that offers 
more hard-hitting appeal than MK3.” 

Games master - 93% "Pretenders step aside!” 
Playstation Plus - 90% "The speed, araohics sound anH 


PlayStatii 


CAPCOM 


Street Fighter Alpha™-Warriors’ Dreams © CAPCOM CO., LTD. 1995. All Rights Reserved 

Sega and Sega Saturn are trademarks of Spop Pntomncac i ah _ . r»._ .. 
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REVIEW 



GAME DIFFICULTY: EASY 
CONTINUES: INFINITE 
SKILL LEVELS: 1 




he original 
Jumping Flash 
was, without a 
doubt, a very 
important title for 
the PlayStation. 
Probably only the second game I 
ever saw on the machine, it was 
a walking advert for the power 
of the grey Sony wonder. It was 
also rather unique in its game 
design, with an intriguing mix¬ 
ture of platform japery and 3D 
exploration. Probably even more 
remarkable than the game itself 
is the fact that no-one has really 
matched it or copied it since its 
original release. Of course, this 
is a bit of a disappointment if, 
like me, you had a bloody good 
time playing the thing! 

Still, never mind all that 
because Jumping Flash 2 has 
arrived, and, well... it's just the 
same — only better! Yes, once 
again you must guide Robbit 
through dozens of platformed 
levels, avoiding traps, killing 
weird creations, and generally 
falling to your death with great 
regularity. This time you're out 
to rescue a set number of little 
Muumuu who (and let's be hon¬ 
est here, we've no idea what the 
story is about!) have been 
stashed away by Captain Suzuki, 
an enormous leotard-wearing 
clown with a boiled egg for a 
head. Or something. 

Anyway, who cares about 
story lines, eh? All you really 
need to know is that you can 
jump as before, fire as before, 
have all the weapons you had 
before, and a fair few levels to 
work through. There are three 
levels per world, six worlds, lots 
of guardian bosses, and when 
you're finished, you have to do it 
all again with a few different lev¬ 
els. Great! 




INTERESTING TIMES 


One of Jumping Flash 2's strongest selling world has a set theme, the programmers 
points is its variety of both creatures to play have still gone to the bother of making each 

with and levels to jump around. Though each level within the world varied and interesting. 


On the circus-styled level, enormous cannons 
can be used to shoot yourself miles up into the 
sky or across large gaps. There are also playing 
cards and trampolines to sit on. 


Though hardly Doom , the indoor levels make a 
nice alternative to the sprawling outside 
worlds, making the player rely on remembering 
layouts rather than bouncing around randomly. 



Hold on to your bra straps for a super-fast ride! 
Yes, the roller coaster rides are even more gut¬ 
churning that before, with some levels almost 
covered in the things. 



Though not particularly important to the level, I 
thought this mansion was an attractive enough 
building to warrant a picture of its own. Err... 
other than that I have no excuse. Enjoy. 


































Here are a couple of the little 
Muumuu fellas that need rescu 
ing throughout the game, com¬ 
plete with signs that, cleverly, 
spell out the word "EXIT". 
Some are easy to find, while 
others - like the trapeze artist 
here - ain't! 


If ever there was an edge-of-your-seats level, 
it's the kitchen utensil one. Filled with deadly 
knives and forks, this level also has most of its 
platforms made out of neon strip lighting. Very 
narrow and very dodgy. 


One of the most gorgeous effects to be seen in 
the game is the underwater levels. As well as 
realistically muffled sound, distorted bubbles 
rise in front of your eyes, and relevant fish and 
frogs float around in slow motion. Ace. 


It may only be the first world, but the quality of 
the graphics and the detail on some of the 
buildings is impressive indeed. What better way 
to familiarise yourself with the controls than a 
stroll in the park. 


More attractive scenery shenanigans come in 
the industrial zone, where oil rigs belch their 
fuel out into the night, and you come away with 
the finest flambed arse in town should you 
miss-time your jump. 


LL J 1 T1 T " M V ,ovedthe 

rl I rkljy original 

g Flash 

but felt it was too short to 
represent true value for 
money. The sequel, howev¬ 
er, expands the original in 
every area, and as a result 
the worlds are not only more 
inventive, but more complex 
than those of the first game. 
The bosses are harder to 
beat, the Muumuus are 
spread across some of the 
most intricate stages you 
could imagine, and all man¬ 
ner of short cuts have been 
incorporated — in short, this 
is the perfect sequel. If I 
have to levy one gripe, it's 
that I still waltzed through 
the game (although there is 
admittedly a lot more of it), 
but I found the experience 
even more enjoyable this 
time. Superb stuff. 
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AS WELL AS SCORING POINTS 


_| FOR SHOOTING INDIVIDUAL 

CREATURES, YOU CAN NOW SCORE GROUP BONUSES FOR 
KILLING ANIMAL 'GANGS'. SHOOT, FOR INSTANCE, A 
FLOCK OF BIRDS OR A BUCKET OF PENGUINS AND IT'S 
POINTS AHOY! 


TOOLS OF THE TRRDE 


WHATEVER THE WERTHER 


Curiously, there have been very few changes to the 
weapons used in Jumping Flash 2. The only new addi 
tion is on of the special weapons that (while being 
very pretty) doesn't really do anything we haven't 
seen before. 


Robbit's standard weapons remain as previously seen 
in the original game, with simple laser stabs firing off 
continuously at the press of a button. You can, how¬ 
ever, only have a set amount of shots in the air at any 
one time, so watch out for shooting off into space 
because you'll leave yourself unarmed. 




The solid laser works at its best when 
used against an end-of-world guardian. It 
fires for a few valuable seconds, inflicting 
a high level of constant damage to any 
target. It's also quite good for clearing 
crowds, as you can sweep it back and 
forth across areas with multiple targets. 



Familiar to any veterans of the first 
Jumping Flash, these swirling hoops whizz 
off across the ground, causing great dam¬ 
age to anything unlucky enough to get in 
the way. The are very good for indoor 
levels as they tend to bounce off walls 
and create more focused damage areas. 



The missile clusters work in exactly the 
same way as seen in the first Jumping Flash 
game, with one high-activity launch being 
followed by tons of seek-and-destroying! 
This is a great weapon for outdoor use, as 
the individual warheads have room to 
manoeuvre before locking on for the kill. 



The only new addition to the weapons 
roster works in a similar way to the 
swirling hoops - only in a more colourful 
way. When fired, multiple bubbles bounce 
off across the landscape, causing colour¬ 
ful explosions around those unfortunate 
enemies caught in the blast area. 



Just to keep things nice and realistic. Jumping 
Flash 2 has a number of different weather con¬ 
ditions that the various outside levels are 
affected by. When it's raining your visibility 
goes down (and by looking up you get an 
excellent view!) while other levels even have 
snow - complete with all-time platform 
annoyances, slippery surfaces! 
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Jumping 
Flash 2 is a 
remarkable 
game on all counts. It looks 
stunning, features brilliant 
cut-scene renders, has 
excellent sound effects, a 
top musical score, and mar¬ 
ries sheer fun and beautiful¬ 
ly simple game play into a 
superb game. It is, however, 
flawed in exactly the same 
way that the original game 
was — weak longevity. While 
there's no disputing that the 
game is alone in an incredi¬ 
ble genre of its own, it's also 
a game that's over quickly. 
On my first afternoon play¬ 
ing the game I'd finished the 
first six worlds, and by the 
next morning I'd gone round 
the whole lot again (in the 
Extra Worlds mode). Now 
that's not to say that I didn't 
have an absolute blast along 
the way, but, well... I can't 
honestly say that I'm likely 
to go back to it for a while. 
That it's so similar to the 
original doesn't particularly 
trouble me, but it feels 
frighteningly like a bit of a 
one-play-wonder. The 
import version is excellent 
value as it comes with the 
original (English language) 
Jumping Flash for free but as 
a lone product. Jumping 
Flash 2 is, very sadly, over all 
too soon. We want more! 


AS WITH THE ORIGINAL GAME' 


_J THERE ARE BONUS LEVELS 
TO BE FOUND HIDDEN AROUND THE USUAL LEVELS. ENTER 
ONE OF THESE AND YOU'LL FIND YOURSELF SURROUNDED 
BY BALLOONS WHICH CAN BE POPPED FOR BONUS ITEMS 
AND EXTRA LIVES. 


The final level for the entire game sees you taking on the big 
clown-thing - probably one of the toughest baddies there is. 
Apart from being armed with a number of different weapons 
(including airborne ones that ruin 'jumping-on-head' attacks) he 
also changes through three different stages as his health is 
reduced. First off there's a humanoid form to deal with, complete 
with flying fists and tons of weapons. Then comes a sort of Banana 
Splits buggy stage, where the git drives all over the place, making 
himself very hard to hit. And finally we see just the head left, spin¬ 
ning and floating all over the place. Just keep moving! 


AS OUR ROBBIT hero jumps 
ALONG AND SELECTS THE NEXT STAGE AS HE DID IN THE 

original Jumping Flash, don't you know. If anyone 

ACTUALLY KNOWS WHAT THAT CLOWN-THING IS, LET ME 
KNOW , EH? 


Though each world has three levels, only the first 
two are real levels, with the third always being 
that world's big boss. As with the original Jumping 
Flash , imagination and invention is the order of 


the day, with some of the weirdest (not to men¬ 
tion largest) creations you'll 
ever see in such a game. Here 
are but a few... 


I'm not sure, but I think that 
the baddie from the indoor 
world is a giant mechanical 
Samurai-type. It comes com¬ 
plete with lasers and flame 
throwers, so don't get too 
near, and make sure you use as 
many special weapons as pos¬ 
sible before getting stuck in. 


This nasty mechanical monstrosity relies on it's multiple-hitting 
arms and huge plumes of fire for attack - and very effective they 
are! Fortunately for the player, this boss is extremely vulnerable 
to attack from above, so feel free to continually jump on its head 
while firing from out of harm's way. 


Err, right. A big flower armed with petals of death (probably) is one 
of the more-weird baddies, but don't be misled by it's colourful 
appearance - it's git. It is, however, completely open to attacks 
from above, and as such shouldn't prove to be too huge a problem. 
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2S4E05 PRESS START 


GAME DIFFICULTY: MEDIUM 
CONTINUES: INFINITE 
SKILL LEVELS: 8 


JULY 


RELERSE 


£44.99 


PRICE 


VIRGIN 


BY 


PLAYERS 


R 5PECIRL 
SPECIALITY 


Demitri's standard run-of-the- 
mill fireball... 


Gallon's normal flaming torpedo 
attack (in blue)... 


...becomes a screaming face 
from hell! 


...becomes a flaming torpedo 
attack (in red). Wow! 




GRME 


Q ello and wel¬ 
come to this, the 
PlayStation Plus 
aview of Virgin's 
forthcoming Dark - 
stalkers. So what do you expect? 
All the characters pulled out in 
attractive design layouts? Each 
and every special move glorious¬ 
ly illustrated for your pleasure? 

A brief history for each of the 
many characters you'll be 
encountering on your journeys, 
perhaps? You do? Well that's 
marvellous, because it's exactly 
what I had in mind! 

Yes, having already seen a bil¬ 
lion wannabe beat 'em ups on 
the PlayStation you could say 
that our tolerance levels are 
becoming less and less forgiving. 
In the beginning there was only 
the likes of Tekken to compare 
average fighting games to, but 
with the arrival of such beauties 
as Street Fighter Alpha, the two 
Toshinden games and, of course, 
the big daddy Tekken 2, there's 
absolutely no way that any com¬ 
pany is going to get away with 
releasing a sub-standard beat 
'em up for Sony's 
mega-machine. 

Which leads me 
nicely (if not a bit sar¬ 
castically and a 
tad nastily) to 
Virgin's latest 
offering, 

Darkstalkers. 

As a quick 
glimpse 


across the page 
will no doubt reveal, 
Darkstalkers is your run- 
of-the-mill, two-dimen¬ 
sional, multi-character 
beat 'em up, complete with 
lots of curious animations 
and silly special moves. 

Other than that, there's 
not much to say, so what say we 
all just sit back and have a jolly 
good read? 


Darkstalkers employs a similar 
'Special Move' power bar sys¬ 
tem to that used in Street 
Fighter Alpha and the older 
Super Street Fighter 2. Put sim¬ 
ply, as you make use of the 
usual moves, the bar at the 
base of the screen gradually 
fills up until it's completely 
full, at which point the whole 
things throbs away, indicating 
that you can then perform your 
really Special move. This is 
accessed with exactly the same 
joypad directions as the usual 
moves, but automatically 
enhances the move and 

upgrades it to a 
A much more power- 
/ ful version. Thus... 


Felicia's rolling attack (which 
you'll notice is in blue)... 


...becomes Felicia's rolling 
attack (pink). Again I say, wow. 


HURT ME PLENTY 


As has become usual in Capcom's 
beat 'em ups, you can not only 
claim ultimate supremacy 
through overall victories, but can 
also show off with multiple hits. 
Get stuck in with a well timed 
combo and watch as the comput¬ 
er keeps track 
and informs you 
of how many 
clean hits you 
managed. This 
information can 
then be used to 
impress your 
mates. You very 
sad, sad, hope¬ 
less buggers. 


...becomes a bung- in-a-casket- 
and-then-chuck-out move. 


Anakaris interesting grab-and 
bandage-up move... 



















































COMMENT 


STEVE)] 


If we'd had 
Darkstalkers 
four or five 
months ago, it would have 
been met with heaps of 
praise and labelled the per¬ 
fect interim until Street 
Fighter Alpha came along. 
However, as a testament as 
to how fast PlayStation soft¬ 
ware is progressing, it looks 
rather clumsy. While graphi¬ 
cally Darkstalkers is a nigh- 
on perfect recreation of the 
coin-op, the gameplay 
seems slower. Similarly, the 
fact that it is considerably 
more primitive than Street 


j. 


...now becomes a Super sliding 
sweep with uppercut! 


...now becomes a Super spin 
ninq attack! 


This alien being is akin to a fire ele¬ 
mental, making use of both his pow¬ 
erful humanoid form and his molten 
state to teleport around the screen 
beating you up personally, or encas¬ 
ing you in balls of fire for major dam¬ 
age. He is, however, susceptible to repetitive pro 
jectile attacks and is in practice is a more pre¬ 
dictable opponent than Phobos. 


B0S5Y BOOTS 


This giant robot is a pain in the butt 
simply because he has so many weird 
and unpredictable moves. Not only 
does he have arms that can extend, 
then spin, and even become magnet¬ 
ic, but he also has a laser beam which 
covers the screen in next to no time at all. Very 
hard to beat unless you have a teleporting or fly¬ 
ing character. 


Wade through the ten standard 
opponents and you'll access the 
final two big bosses. These are 
pretty nasty to go up against 
but both have their own weak¬ 
nesses to be exploited. 


Bishamon's sword-play moves... 


Aulbath's spinning attack... 


Sasquash's big foot... 


...now becomes Sasquash's 
freezing big foot. 


...now become incredibly over- 
the-top, ludicrous, super moves. 


...now becomes a Super spinning 
attack. Oh yes. 
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_ RND REPRESENTING SCOTLAND... 

You knew I'd have to do a box out like this sooner or later, so enjoy a quick character profile. 


DEMITRI 

My personal favourite, this vam¬ 
pire can teleport, instantly 
appearing across the screen in a 
damaging spin. He has fireball 
projectiles and the ability to 
'warp' back and forth, avoiding 
close combat and even passing 
through opponents 



MORRIGAN 

A sort of female reply to Demitri, 
the succubus Morrigan is a pret¬ 
ty well-equipped fighter, making 
use of both competent close 
combat and special moves. She 
has spiked wings and tail to com¬ 
plement her fast speed and pow¬ 
erful projectiles. 



AULBATH 

The merman is an interesting fel 
low. As well as having standard 
attacks, he also has a selection 
of unusual moves, including the 
ability to stun opponents with 
gill gas and sonic shrieks. Try to 
attack from distance, and watch 
out for webbed limbs. 



GALLON 

Darkstalkers ' resident werewolf 
is a quick and agile fighter, pre¬ 
ferring close combat rather than 
trick moves. However, he does 
have the ability to change into a 
flaming torpedo for multiple 
damage, as well as unleash a 
vicious flash kick. 



VICTOR 

Being a Frankenstein monster, 
Victor relies on pure physical 
strength and good old fashioned 
fisticuffs. He has a Zangeif-like 
spinning fist attack and a Sagat- 
esque fast knee attack. He also 
has a number of deadly power- 
fist attacks. 


ANAKARIS 

The big mummy is one of the 
weirdest characters and, being 
slow, relies heavily on his library 
of special moves. Apart from 
being able to stretch his ban¬ 
dages across the screen in vari¬ 
ous guises, he can also crush 
opponents with his casket. 



BISHAMON 

If there's one character to avoid 
fighting against under the com¬ 
puter control, it's this git. He has 
a number of distanced sword 
attacks that literally cut you in 
half. He's also extremely fast 
and a difficult target to hit accu¬ 
rately. A right bugger. 


SASQUATCH 

This large and slow character 
should not be underestimated as 
he has an excellent reach and a 
number of special moves that 
can be used to freeze oppo¬ 
nents. Get too close and he'll 
grab you, eat you, and then spit 
out your frozen remains. 



FELICIA 


The nubile catwoman is one of 
the deadliest opponents when 
under computer control. As well 
as being agile and fast, Felicia 
can roll herself into a high-speed 
fur ball and launch at an oppo¬ 
nent before ending in punches 
and kicks. 



ZABEL 

Old Mr Zombie is a right hand¬ 
ful, being able to morph his 
undead body into all manner of 
weird and wonderful implements 
of death. As well as producing 
swords and transforming into a 
chain saw, Zabel can also tele¬ 
port across the screen. RAWRK! 



MHTT ) 


If there was 
one state¬ 
ment that 
could be used to explain 
Darkstalkers , it's that - 
while there's nothing 
screamingly wrong with the 
game — there are just too 
many other games that do a 
better job. Before recom¬ 
mending Darkstalkers to you. 
I'd have to first suggest that 
you consider buying Tekken , 
Tekken 2, Street Fighter 
Alpha , Criticom , Toshinden 2, 
etc etc etc. The main area of 
'emptiness' is that, although 
there are a number of imagi¬ 
native and entertaining 
characters to play with, for 
some reason you never real¬ 
ly feel completely happy 
with the one you've chosen. 
You might find one charac¬ 
ter that's good for getting 
stuck in with, but then be let 
down the moment you come 
up against a projectile-firing 
opponent. It's also one of 
those games where the sur¬ 
real fantasy element can 
damage the playability. I 
mean, exactly how do you 
defend against a zombie 
that can instantly appear 
beneath your feet in the 
form of a chain saw? 
Darkstalkers is an average- 
to-okay romp, but is too 
unrewarding compared to 
the alternatives on offer. 
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A division of 
SOFTWARE PLUS 
Britain's largest independent 
specialist retailer of computer games. 

Established 1981 




| FREE POSTAGE | 
for UK 


| OVERSEAS POSTAGE | 
Europe - £2.00 
Rest of World - £3.00 


ALL PRICES 
INCLUDE 
VAT 


PLAYSTATION TITLES 

A Train . Call 

Actua Golf .£38.99 

Actua Soccer.£34.99 

Adidas Power Soccer.Call 

Agile Warrior . £34.99 

Air Combat . £36.99 

Alien Trilogy.£34.99 

Alone in The dJark Jack is Back £36.99 

Aquanauts Holiday . Call 

Assault Rigs . £37.99 

Battle Arena Toshinden . £36.99 

Bioloqical Warfare . Call 

Casper . £37.99 

.Zhessmaster 3D . £33.99 

IChronides of The Sword .£36.99 

Zriticom . £34.99 

Zyberia . £37.99 

Cybersled . £33.99 

D . £36.99 

Deadly Skies . £36.99 

Defcon 5 . £37.99 

Descent .£37.99 

Destruction Derby.£36.99 

Discworld .£36.99 

Doom.£34.99 

Dungeon Keeper.Call 

Extreme Pinball . £34.99 

Extreme Sports . £39.99 

Fade to Black .Call 

FIFA 96.£32.99 

Formula 1 .Call 

Frank Thomas Big Hurt Baseball£32.99 

G Police . Call 

GEX.£34.99 

Goal Storm.£35.99 

Gunship 2000 .Call 

Hardball 5.Call 

Heavy Heat.Call 

Hi Octane .£34.99 

Horned Owl.Call 

Impact Racing.£36.99 

In the Hunt.£33.99 

Int. Champ Soccer.£34.99 

Johnny Bazookatone .£30.99 

Jumping Flash.£36.99 

Jupiter Strike.£36.99 

Kifeak The Blood.£32.99 

Krazy Ivan .£37.99 


PLAYSTATION TITLES 

Last 


Call 


TEL : 01268 725500 

FAX : 01268 590076 

Email : SPLUS5STAR@MSN.COM 


CREDIT CARDS 
not charged until 
day of despatch 


Dynasty . 

Lemmings 3D . £34.99 

Loaded . £38.99 

Lone Soldier .£33.99 

Magic Carpet .£34.99 

Mickeys Wild Adventure .£34.99 

Mortal Icombat 3.£38.99 

Myst . Call 

NBA In The Zone . £34.99 

NBA Jam Tournament Edition .£33.99 

NBA Live 96 .£34.99 

Need For Speed .£34.99 

NFL Game Day . Call 

NFL Quarterback Club 96 . . .£37.99 

NHL 96.Call 

NHL Face Off . Call 

Novastorm . £32.99 

Off World Interceptor . £32.99 

Olympic Soccer . Call 

Panzer General . £33.99 

Parasite . Call 

Parodius . £35.99 

PGA European Tour . £34.99 

PGA Tour Golf 96 . £34.99 

Philosoma . £37.99 

Poed . £34.99 

Power Sports Soccer . Call 

Powerserve . £33.99 

Primal Rage .£36.99 

Pro Pinball.Call 

Project Overkill . Call 

Prowler . Call 

Psychic Detective .£34.99 

Raiden Project.£33.99 

Rapid Reload.£32.99 

Raven Project .£33.99 

Raw Pursuit .£36.99 

Rayman .£36.99 

Return Fire .£34.99 

Return To Zork.Call 

Revolution X .£37.99 

Ridae Racer .£36.99 

Ridge Racer Revolution . . . .Call 

Rise Of The Robots 2.£37.99 

Road Rash .£34.99 

Robopit .£33.99 

Sampras Extreme Tennis.Call 

Sentient.Call 


PLAYSTATION TITLES 

Shell Shock.£34.99 

Shockwave Assault . £34.99 

Silverload . Call 

Skeleton Warriors . Call 

Slayer.£33.99 

Space Hulk VOTBA.£34.99 

Spycraft . Call 

Star Trek Generations.Call 

Starblade Alpha . £34.99 

Street Fighter Alpha . £34.99 

Street Fighter The Movie . £31.99 

Striker 9o . £33.99 

Tekken.£38.99 

Theme Park.£34.99 

Thunderhawk 2 .£36.99 

Tilt . £32.99 

Time Commander . Call 

Top Gun . Call 

Toshinden 2.Call 

Total NBA 96.£38.99 

Transport Tycoon . Call 

True Pinball . £33.99 

Twisted Metal . £37.99 

Victory Boxing . £34.99 

Viewpoint . £34.99 

Warhammer Shadow of Rat . . .£33.99 

Warhawk . £38.99 

Wing Commander 3 ... .£39.99 

Wipe Out.£37.99 

World Cup Golf . £31.99 

Worms ..£33.99 

Wrestlemania Arcade.£37.99 

X Com Enemy Unknown.£29.99 

X Men Children of Atom.£37.99 

Zero Divide.£34.99 

HARDWARE & ACCESSORIES 

Playstation Controller.£21.99 

Playstation Memory Card . . . .£17.99 

Playstation Mouse .£22.99 

PS Game Pad 8 

(Playstation With Autofire) . . . .£19.99 
PS Super Pad 

(Standard Playstation type Pad) £15.99 
Playstation Machine & 1 Pad .£279.99 

Playstation Pick-a-Pack(Playstation 
Machine, 1 Pad 

& Any Game of your choice) . .£304.99 
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L Sony Playstation 

Pi ck-a-PacK 

Sony Playstation 
PLUS ANY 
GAME 

£ 304.99 

Plus £4.00 courier Charge. Only available in the UK 



HACKS/TIPS/CHEATS/CODES 
WIN AT CONSOLE GAMES 
WITH THE 

CONSOLE HELPLINE 

0891-318-400.INFORMATION LINK & INDEX 

0891-318-401.SONIC .3, FULL SOLUTION & CHEATS & TIPS 

0891-318-402.PLAYSTATION / DOOM LEVELS. HELP, CHEATS, 

0891-318-40.3.EARTHWORM JIM II CHEAT'S , HELP, ETC: 

0891-318-404.MEC.ADRIVE CHEATS / GOLDEN OLDIES 

0891-318-405.SONIC II & 1 HINTS,TIPS, CHEATS 

0891-318-407.NEW RELEASE LINE, CHEATS, HELP & T IPS 

0891-318-408 .MECADRIVE CHEAT LINE (LOADS OP GAMES HELP HERE? 

0891-318-409 . SEGA SATURN / CHEATS, LIPS, HINTS 

0891-318-410 . SEGA SAT URN ( LOADS OF GAMES HELP HERE ) 

0891-318-411.PLAYS LA HON!!! 190 CHEATS & TIPS THE WORKS 

0891-318-413......MORTAL KOMBAT III, CODES, CHEATS, T IPS & MOVES 

0891-318-415.MORTAL KOMBAT II, CODES, CHEATS, TIPS & MOVES 

0891-318-416.PLAYSTATION, PULLSOLUIIONTO DLSKWORLI) 

NO MUSIC, WAFFLE & TIME WAS ! INC, JUST STRAIGHT VO THE HELP. 
PLEASE HAVE PEN & PAPER READY FOR INFO. 

NOW AVAILABLE C MEAT S BOOKS ( £10.99 EACH ) 

CALL 01*1-361-5040 

SIT USE ON THE INTERNET AT HTTP:// 3VWW. GAT ES. CO. (JK 

: ... i v.« K i*. III AM V-K m'UISM'iVl'>(.'-! I MR > ’4V:U.‘ « I 

HOME GROWN PRODUCTIONS LTD, PO BOX 193, IIAYES, MIDDX. 





































































































































GAME DIFFICULTY:AVERAGE 
CONTINUES:VARIES 
SKILL LEVELS:N/A 


TBA 


RELERSE 


IMPORT 


PRICE 


CAPCOM 


BY 


PLRYERS 


he influence of 
Japanese anima¬ 
tion, or anime, 
cannot be 
ignored when 
looking at cartoons 
over the last thirty years. Not 
just the new wave of Manga- 
inspired full-length adventures 
such as Akira and company, but 
the slew of kiddie cartoons that 
rushed out of that country dur¬ 
ing the Seventies and Eighties 
which redefined the whole 
industry. From the early adven¬ 
tures of Marine Boy with his dol¬ 
phin chum Splasher and his spe¬ 
cial Oxy-gum right through to 
the Eighties Transformer- 
inspired affairs such as Battle for 
the Planets , Ulysees 31, Robotech 
and even the puppetry of Star 
Fleet. America, previously the 
doyen of animated classics such 
as The Flintstones , Scooby Doo 
and, God forbid. The Jackson 
Five , quickly latched onto the 
Japanese and their excellent ani¬ 
mation techniques. Now, even 
that most classic of US cartoon 
series. The Simpsons , is partially 
created in Japan. 

Of course. Megaman has been 
a staple diet of games consoles 
for a while now, but here he is 
making his PlayStation debut in 
Megaman X3. The little blue clad 
superman is known for his never- 
ending crusade against the 
Mavericks of his world, aided 
only by his chum Zero - and 
Megaman X3 is no different. 
Eight separate battle arenas of 
torment await him, and that's 
only after he's disposed of the 
huge Boss that occupies the 
introductory level. A total of 
nine levels of blaster firing, 
sword slashing, pulsing mayhem 
will probably prove why it is that 
the Megaman animated televi¬ 
sion series is currently wooing 
the anime fans in both Japan and 
America as we speak. 


MOST SUITHBLE 

There are a variety of pick-ups dotted throughout 
the game. Some of these, such as simple energy 
rechargers are either lying about or found in the 
wreckage of drones, while others are a bit trickier 
to locate. Extra lives are none too common, but 
amongst the hardest to locate are the ones which 
activate the neon tubes that provide Megaman 
with some unique armoured-suits or weaponry 
enhancements. Even harder to locate are the 
power-ups that activate the few robot platforms. 
Once started up. Megaman can access the vast 
super-weapon loaded body armour that leaves 
him invulnerable to attack and looking like a cheap 
cast-off Transformer. 


Megaman is not, however, the only person to try 
and defeat the Mavericks. He has a matey with 
exceptionally long blond hair and a mighty sword 
(oh, and a far snazzier costume). He's called Zero 
and once per level you can call upon him (or he'll 
probably just turn up when Megaman is in real 
trouble) to replace Megaman and slash, hack and 
pulse his way through the enemy. His weaponry is 
in many ways superior to Megaman's (nifty power 
blade for instance, useful in close fighting) but he 
has a habit of disappearing just as the Stage Boss 
is about to turn up, leaving poor old Megaman to 
sink or swim. 


HEROES Ol 
THE HOURS 









































Apart from the introductory level, there are eight stages of battle for Megaman to 

work through, facing a variety of droids and Mavericks, as well as Secondary and - UP® 

Primary Bosses. Although there is no strict order given, the more you play the game, the quicker you 
realise which to play in which order. Certain bosses can only be defeated easily when you've stolen a piece 
of equipment or an add-on from a previous boss. This adds to the longevity of the game's life. 


NEON TIGER 

A basic jungle set, which is one of the easiest to 
battle through. 


GRAVITY BEETLE 

A traditional platforming level, where things fall 
apart as you use them. 


BUZZARD BUFFALO 

One of the trickier levels where sheet ice slides you 
straight onto lethal icicles. 


BLAST HORNET 

Excellent lifts and conveyor belt traps mean you 
have to be extra careful. 


TOXIC SEAHORSE 

And so begins the journey toward the end as the 
underwater motif becomes all pervading. 


TUNNEL RHINO 

Fab underground system - and the Boss here is 
very important. 


VOLT CATFISH 

This whole level is electrifying, so keep an eye on 
those power sources. 


CRUSH CLAWFISH 

The James Bond-style villain is revealed in a fast 
and furious underwater base. 


* 
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A CROSS BETWEEN 


_ } WALKING VACU¬ 
UM CLEANERS AND SQUASHED At - 

ATs from Star Wars, these nas¬ 
ties EMERCE FROM SOLID ROCK . 


COMMENT ■ 

j _l We've been 

JEjULu^r/ accused of 
being a tad 

harsh on platformers such as 
Johnny Bazookatone and 
Rayman. Nope, we just hate 
crap games hiding behind 
fancy sprites. Megaman X3 , 
on the other hand, is a plat¬ 
former which opts for playa¬ 
bility over graphical trick¬ 
ery, and uses the available 
memory for larger levels — 
after all, you buy a game to 
play, not marvel at. While 
the Megaman concept has 
not changed in the eight 
years of its existence, the 
games get bigger and the 
levels more tortuous. 
Similarly, although the blue- 
suited hero's armour looks 
better than ever on a 32bit 
sprite, the real reason the 
Megaman series survives is 
that it is the ultimate plat¬ 
form test. The levels are 
rigidly designed with little 
room for error, but learning 
the patterns (and a little 
luck) is most rewarding, and 
the assorted power-ups are 
perfectly balanced with the 
increases in difficulty. By no 
means a ground-breaking 
game, but scores highly for 
being playable. A lesson for 
us all to learn. 



_ MECRMnN: R LIFE _ 

Megaman is something of a video game veteran, who made his 
debut in a cartridge for Nintendo's NES console in 1983. Created by 
Capcom's American arm. Megaman became a huge success on the 
Nintendo 8bit machine, and his adventures were amongst the few 
games popular enough to be released in Japan - albeit under the 
Rockman moniker. The NES alone spawned five different Megaman 
outings, and before long the blue-suited hero had made the transi¬ 
tion to the GameBoy. Again, his popularity spawned three sequels, 
and eventually his worlds encompassed the Megadrive, Super NES 
and Game Gear. Throughout his time, however, the basic design of 
the Megaman games has remained the same. New characters come 
and go, bigger suits are added to our hero's collection when the 
technology allows, but the same flick-screen platform lay-out is 
prevalent. Megaman's popularity in Japan and the US has recently 
taken him to new heights, too, with the US enjoying a Megaman car¬ 
toon where (rather conveniently), he is pitted against all the latest 
adversaries, while Japan has gone one better with a merchandising 
push to rival 
that of Mario's 
heyday. Pogs, 
lunch boxes, 
and assorted 
tat have all 
been graced 
with the char¬ 
acter's fizzog, 
and it also 
looks likely 
that a second 
PlayStation 
outing is on 
the cards. 




HJEES2E 


GHRY\) 


Ladies and 
Gentlemen, 
there is a new 
game in town, and its name 
is frustration. I know Mega¬ 
man has been around for 
donkey's years, amusing 
people left right and centre, 
but this new one takes 
longevity to the extreme. 
This is a game which, if you 
like shoot 'em up platform¬ 
ers, ought to keep you play¬ 
ing for hours or days. Or 
weeks. Or, frankly, months. 
With nine levels of varying 
degrees of ease, there is 
enough to keep anyone 
happy for ages and while I'm 
sure that's a good thing. 
Megaman X3 is absolutely 
not a game for people, 
rather like me, who get 
exasperated at repeated 
failures to shoot what 
should be the simplest of 
bosses and end up wanting 
to chuck a very expensive 
PlayStation out of the near¬ 
est window. On the nega¬ 
tive, if not rather bizarre, 
front, while some of the bad 
guys can shoot up and 
down, fly around and gener¬ 
ally hit you. Megaman and 
Zero can't even duck. For a 
PlayStation game, this is 
frighteningly primitive - 
even Gex can do more. A 
game with lots of mileage 
but gallons of aggravation. 
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36.99 34.99 
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DEMO CD, ONE CONTROLLER AND FREE FAST DELIVERY 
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with X-COM FULL GAME (rrp £44.99) 

PLAYSTATION + SMART deal* 294.99 

with SMART CARD (rrp £29.99) + SCART LEAD (rrp £9.99) 

PLAYSTATION + DOOM deal* 299.99 

with DOOM FULL GAME (rrp £44.99) 

PLAYSTATION + PAD deal* ...284.99 
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TELEVISION 
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• 3MB RAM 
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PROCESSOR 
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COLOUR PALETTE 
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PLAYS STANDARD 
MUSIC CD’s 
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CONTROLLER 



SONY MOUSE .29.9 
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MOUSE MAT 


SONY MULTI TAP .28.99 
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SONY SMART CARD .21.99 

ALLOWS YOU TO SAVE AND LOAD GAME DATA 

DUST COVER FOR PLAYSTATION .7.99 

LINK CABLE FOR PLAYSTATION .11.99 


NOKIA 14 FASTEXT TV 
214.99 

WITH REMOTE 
CONTROL, 

NICAM DIGITAL 
STEREO AND 

FASTEXT 



CD WALLET . . .15,99 
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ZYDEC ZI-FI PRO 2 STEREO 
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FOR 

PLAYSTATION 

12 WATTS 
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GOLDSTAR TV WITH REMOTE .124.99 
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TRIAL MEMBERSHIP (I MAGAZINE) = Cl 

ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

uy one item as you join for a year and we’ll give you a choice of great FREE gifts. 
Over 250,000 people have joined. Over 330,000 transactions in 1995. 
Members are under no obligation to buy anything. Our regular club magazine 
contains a staggering selection of products, many at below trade price. 
Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
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Overseas orders must be paid by credit card 
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4 MB RAM FOR PC 72 PIN, 32 BIT .. .44.99 
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New Generation 


PLAYSTATION IMPORTS | SATURN IMPORTS I American Super Nintendo Games 
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Super Nintendo Game e g 
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Chrono Trigger 
Earth Bound 
Final Fantasy 3 
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Secret of Manor 2 (Jap) 
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Breath of Fire 2 
Donkey Kong 2 
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Streetfighter Alpha 

Ultimate MK3 

Resident Evil 
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King of Fighters ‘95 
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A Inha 
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nlete ranne of PLAYSTATION idftware 
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Magic Carpet £36.96 Street Fighter Alpha £35.96 
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Alien Trilogy 
Total NBA 96 
Descent 
Need For Speed 
Street Fighter Alpha 


_ Jisit our virtual warehouse tor More info and Special Utters! 
I http://www.cddirect.co.uk Email: psx@cddirect.co.ukl J 


CD DIRECT, 15 Mitchell Point, Ensign Way, Hamble, Hants S031 4RF, DK 
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REVIEW 





hess is a weird old 
i game. When I 
1 was but a wee 
' lad bouncing 
r upon my Daddy's 
knee, I believed 
that chess was some¬ 
thing played by weird lonely old 
men in specs, with Russian sur¬ 
names and no friends. The sort 
of pastimes enjoyed by a real 
Billy Nomates. Then one day I 
was reluctantly taught to play on 
a long train journey by a friend 
(with loads of mates and no 
glasses) who assured me it was 
most certainly not just a 'glori¬ 
fied version of draughts'. 

Having been introduced to the 
concepts of pawns, rooks, bish¬ 
ops and queens, I discovered I 
rather enjoyed chess - and not 
only did I still have a few mates 
but I didn't wear glasses either. 
The door was opened, and the 
world became my oyster. Not 
only could I could join a chess 
club at school (Champion, 1978), 
but people took you seriously. 
Teachers suddenly respected 
you, other pupils bowed down 
low because you had the brain to 
play at chess and they didn't and 
even the school hamster did an 
extra run around his wheel when 
I entered the room. 

Actually, not all of this is 
strictly true - the teachers were 
astonished that I could master 
the rudiments of the game con¬ 
sidering I could barely make two 
plus two equal four, other pupils 
thought I was a nerdy wimp and 
beat the crap out of me and the 
hamster died. 

Nevertheless, determined to 
change my life once more, I 
offered to play Mindscape's new 
The Chessmaster 3D game and 
prove that some stupid bearded 
old git on the box who thought 
he was God couldn't possibly 
beat me - the School Champion 
of 1978! 

I was, of course, wrong. 



MAKE YOUR M0VE5 

One of the best aspects of the game, and one des¬ 
tined to help novices, is that when you select a 
piece, the possible squares it can be moved to are 
illuminated in green. Added to that, if there is the 
slightest possibility of taking the CPU's piece, it 
lights that up in red. 

Then when you move, 
you can rarely make an 
error - although if you 
try to, the CPU tells 
you. Chess, especially 
The Chessmaster 3D is a 
very difficult game to 
cheat at.. 




_ SETTING THE SCENE _ 

There are six chess sets to select, and a variety of 3D views from which to play them. By selecting to 
change the views, you can see play at just about any angle and every direction, including the opposition's. 
Each board has its own default view, although some of these are verging on the daft - if you play the 
ChessMaster, your view of his pieces is obscured to some extent. 

The six boards are: 



STAUNTON 

The traditional, and most recognisable set, found 
in Inspector Morse sets and secondhand shops. A 
rather beautiful and ornate one, looking as if it's 
made of wood. 



✓ ‘-tv 


DECO 

Oh very early Seventies - the sort of chess set you 
see turn up in old episodes of The Avengers or, 
worse still. The Champions. Did we really think min¬ 
imalism was a good thing? 



MODERN 

A series of geometric shapes that wouldn't look 
out of place on a sad businessman's desk top or, 
better still, in the Tate. Damien Hirst, eat your 
heart out. 



MECHANICAL 

If you like chess pieces that look like customised 
car engine valves, this is the one for you. I think 
that you can probably bleed radiators with the 
Knight, too. 







































COMMENT 


C cnRY i j 


Frankly I 
can't see 
this appeal¬ 
ing to anyone who doesn't 
already enjoy chess. 
Although you don't need to 
be an expert - the twelve 
levels for your opponents 
makes for an excellent learn¬ 
ing curve - the game does 
assume a fair degree of 
knowledge before you start. 
So really, it all comes down 
to your skill at defeating the 
CPU. You also have an 
option to play against your 
mate, which is excellent. 

The six boards are diverse 
and interesting, if a couple 
of them make it a bit diffi¬ 
cult to tell the difference 
between some of the pieces 
at times. The game also 
enables you to do a couple 
of special moves - Castling 
and En Passant, although 
I've always considered the 
latter a bit of a cheat. 
Despite being a 3D game 
(and good it is too, with 
fluid motion and good 
views), I was pleased at the 
inclusion of an old-fash¬ 
ioned 2D screen - a wel¬ 
come break after a diet of 
floating horses heads and 
castles. Overall, a good 
game, well presented and 
easy to play, but unlikely to 
appeal to those who think 
chess is a game for nerds. 


SARAH 


Skill Level 20 


DEEP THINKER 

f 

A 

Skill Level 89 


0 % 

CELESTIAL 

No sooner have we watched some old comet vanish 
from our skies for another few thousand years than 
along comes this jolly son et lumiere set. The nicest 
by far. 


ALPHABET 

Learn to read with your friendly game of The 
Chessmaster 3D. Pawns are Ps, the King is a K, 
Rooks are Rs and the Knights are Ns... hmmm, well, 
you get the idea. 


If all this 3D stuff begins to do your head in, select 
the 2D option in the Action menu and you'll find 
yourself on a more traditional board, set out in a 
similar way to those old televised matches with 
Kasparov versus some geek. The squares are prop¬ 
erly numbered, your 
moves listed and you 
play against a very strict 
clock. Excellent stuff. 


COMMENT 




It's pretty tough finding nasty 
things to say about The 
Chessmaster 3D simply because 
it's a very good chess simulator — nothing 
more, nothing less. The 3D stuff is all very 
pretty, and though I personally hate all of the 
pieces apart from the standard set, by angling 
the table to your liking you can actually have a 
decent game in this mode (rather than it just 
being a tarty feature). The various skill levels 
are very well placed, and should you pick a 
lesser opponent for a 'muck -about' game, 
they'll lose like a poor human rather than a 
computer that's just programmed to die. I'm 
not quite as anti-music as Gary, and in fact 
quite enjoy the brief flashes of classical stuff. I 
can't, however, say the same for sitting in 
front of the fire with techno-pop in the back¬ 
ground. I personally enjoy a good session of 
'real chess' every now and then, and though I 
can't imagine I'd ever play against a mate 
using this as an interface. I'd certainly recom¬ 
mend the computer as an opponent. The only 
real question to ask with The Chessmaster 3D is 
whether it warrants your £40. More tea vicar? 


MRTE YOUR MRTCH 


The Chessmaster 3D offers twelve levels of skill for the CPU from a Shirley Temple lookalike to the man 
who would be God. Oddly enough, none of them actually look like bitter old Russians but one of them 
does wear very nerdy glasses. Phew! 


2D WRR 
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merican football 
i is one of those 
I sports you either 
love or loathe. To 
us Brits the rules 
seem over complicat¬ 
ed, with play constantly inter¬ 
rupted by men in stripy tops 
throwing small yellow flags onto 
the grass. Add to this the forty 
or so 'armoured' players on each 
side and you have sixty minutes 
of unfathomable chaos. What 
the hell's the matter with a sim¬ 
ple game of soccer? 

NFL GameDay is a strict simula¬ 
tion of the sport rather than a 
simplified arcade adaptation, 
and as such offers the best (and 
worst) bits of the real thing. 
Included are all of the NFC and 
AFC teams that make up the 
NFL, as well as the various play¬ 
ers within. Every rule and regula¬ 
tion has been implemented too, 
which means that while NFL 
GameDay offers an accurate sim¬ 
ulation, it does occasionally get 
bogged down by 'off-side' calls 
and two-minute warnings. 

Not that NFL GameDay is any 
the worse for it. It's essentially a 
32bit update of the John Madden 
Football in that it plays in much 
the same way and has similar 
play options. Therefore it's just 
as much fun, even though it's 
not officially a sequel to the 
Megadrive classic. Of course, 

NFL GameDay looks a lot better 
too, with detailed graphics, 
meaty sound effects and loads 
of different camera angles. It 
also features various rendered 
cutscenes and introduction 
sequences that look pretty damn 
good, but sadly not quite as 
good as a Redskins' cheerleader 
in a tight bikini top and a tiny 
gym slip. Gulp. 




...50, WHHT 
HHPPENS NEXT? 


The rules to American football are complex but 
the run of play goes something like this. Team 
coaches must choose either their offensive or 
defensive tactics from the play roster, the offense 
deciding whether to run or pass the ball while the 
defence 'predict' their opponents move and act 
accordingly. The ball is then placed between both 
sides and then 'snapped' back to the quarterback, 
who either runs the ball for a short yardage gain 
or throws it out to one of his wide receivers. 
Throwing the ball rewards greater yardage but 
the odds of successfully catching a pass when 
hassled by three opposing players are extremely 
slim. The offensive team then has four attempts 
(or downs) to make ten yards and, if successful, 
they continue to keep possession of the ball. 
Providing passes are caught and enough yardage 
is gained the offensive team gradually progress 
up the field until they're either within field goal 
range (worth three points) or score a touchdown 
(worth six points). The offensive side can then 
attempt to score an extra point by converting the 
ball through the goal posts, earning them a single 
point if successful. The sides then swap, with the 
offensive team switching to defence and vice 
versa. See, it's easy when you know how. 


The Kick Off 



Treacherous weather conditions can affect the 
state of play drastically, whether its an icy field or 
strong winds blowing the ball off course. Selecting 
a sunny pitch has little effect on the game, 
although the players walk off the field at the end 
of a game with a slightly deeper tan. Playing in the 
pouring rain or thick snow makes the pitch surface 
slippery and reduces visibility, and therefore the 
chances of catching a pass aren't quite so good. 
However, playing inside a covered stadium solves 
the problem of bad weather conditions altogether. 
Obviously, really. 



Choosing o Play 




Running the Ball 
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COMMENT 



P0INT5 OF VIEW 


MRTT 


It's quite 
hard to fault 
NFL CameDay 
simply because it sticks to 
the same user-friendly game 
format that pretty much all 
of the previous (and success¬ 
ful) American footballs 
games have relied on. If 
there was one problem to 
highlight, it would have to 
be that, unless you start off 
with an interest in the sport, 
it doesn't exactly welcome 
you in. That said, it doesn't 
really take too long to get 
the hang of controlling the 
players. Of course, there's 
no point playing against the 
computer if (like me) you 
generally just pick the play¬ 
ers at random, so you do 
need to think about what 
you're doing. Other than 
that, it is what it is — a damn 
groovy sports simulation. 
You won't be able to pick it 
up and play it like you would 
NHL Face Off , but it offers 
fanatic and newcomer alike 
a comprehensive and de¬ 
tailed simulation. Oh yes, 
and it looks nice too! Great. 


Thanks to the virtual stadium 
techniques employed in NFL 
GameDay each match can be 
viewed from one of four camera 
angles. The default is perhaps 
the easiest, the camera set 
slightly above and behind the 
offensive line giving both 
teams a clear view of the 
action. The isometric camera 
offers a wider view but the odd 
angle sometimes makes it diffi¬ 
cult to accurately control the 


players, while the sideline cam¬ 
era shot is functionally okay 
but in honesty looks a little 
dull. The player cam is visually 
the best but, because the cam¬ 
era is so close to the ground, 
following the run of play is 
practically impossible. 



Throwing the Boll 


Touchdown! 




Unlike Actua 
Soccer or 
NHL Face Off, 
NFL GameDay is very much a 
specialised simulation rather 
than an arcade-style sports 
game and as such it can't be 
picked up and immediately 
played. Unless you've got a 
basic grasp of the rules it 
will take some time to actu¬ 
ally get your head around 
the game, learning which 
plays work well and how to 
take advantage of each 
team's strong points. 
However, once you've clear¬ 
ed this initial hurdle NFL 
GameDay is a realistic, play¬ 
able and more importantly 
enjoyable adaptation of 
what can be an incredibly 
annoying sport, to us Brits 
at least. While the game 
doesn't break any bound¬ 
aries in terms of presenta¬ 
tion or gameplay, visually 
it's slick and features some 
neat cutscenes. It's quick to 
play too, after you've got to 
grips with the controls, and 
the annoying pauses bet¬ 
ween plays - something that 
often dogs games of this 
genre - have been kept to a 
minimum. NFL GameDay is as 
good a conversion of 
American football as you 
could want, it's just a shame 
that it's not as immediately 
playable as NHL Face Off. 
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CAME DIFFICULTY: AVERAGE 
CONTINUES: NO 
SKILL LEVELS: 3 


OUT NOW 



k ince their humble 
| beginnings in 
Namco's 1982 
coin-op J the 
Galaxians have 
undergone something of a rede¬ 
velopment. Released into the 
UK's arcades early last year, the 
titular creatures in Galaxian 3 
were far removed from the 
swirling, four-coloured Space 
Invader clones of yesteryear. 
Reflecting the change in tech¬ 
nology in the fourteen years 
between the two, Galaxian 3‘ s 
alien attackers were huge poly¬ 
gon beasts who swooped across 
the 3D player area as the player 
battled their way to the centre 
of their numerous space stations 
in a game very similar to 
Namco's earlier Starblade 
release. One of the largest coin¬ 
op cabinets ever, Galaxian 3 seat¬ 
ed four players as they teamed 
up to defeat the alien menace, 
and the Japanese giants have 
now set themselves the arduous 
task of recreating the graphical 
giant on the comparatively hum¬ 
ble PlayStation. 

The mission against the 
Galaxian menace begins in deep 
space with the arrival of a fleet 
of fast-moving fighters, and 
promptly leapfrogs from planet 
to planet as the battle to reduce 
the Galaxian empire begins. 
Naturally enough, as the fight 
continues, the aliens throw 
everything they have at the four 
would-be heroes, and before 
long the player is attempting to 
destroy reactor cores, strafe 
mother ships and entering the 
exhaust ports of huge space sta¬ 
tion in a similar fashion to a cer¬ 
tain 1977 science-fiction epic. 



To AVOID CONFUSION 


THE PLAYERS ARE ALLOTTED DIFFER¬ 
ENT COLOURED LASERS. 


SIDE BY SIDE 


Galaxian 3 is the indirect sequel to Starblade and 
inherits a number of characteristics from its pre¬ 
decessor. The path through the alien waves fol¬ 
lows a predetermined route, with the game "cam¬ 
era 7 spinning across a number of fixed axis as the 
Galaxians wheel about the screen. Superimposed 
onto this screen are the players 7 crosshairs and 
these are guided using either the Dpad (with the 
X button used to fire the ship's lasers) or the 
PlayStation mouse - the latter of which is infi¬ 
nitely more responsive and preferable. Similarly, 
depending on the number of players participat¬ 
ing, each player is allocated a section of screen to 
cover, and if an enemy hits this area, energy is 
removed from the power bar shown at the top of 
the screen. As such, in a two-player game, the screen is divided into 
vertical halves, but is halved again when four players are playing, 
although the downside is that things can get very confusing during 
the heat of battle. 


8M 


COMMENT 



Galaxian 3 is really not a game to 
play. To watch? Oh most definite¬ 
ly - but as for rewarding game play 
goes, you'd be better off with a stick and hoop. 
The main problem with it is that it's really 
designed as a big-screen jaw-dropper. Standing in 
London's Trocadero it's hard not to be impressed 
by the twelve foot wall of stunning visuals, but 
reduce it all down to a twelve inch point 'n' click 
shoot 'em up and, well... it loses pretty much all 
of its appeal. Slightly more fun with a couple of 
players, Galaxian 3 is ultimately nothing more than 
a show-piece. My advice? Go to the Troc'! 

































Sony are 
currently 
planning a 
PAL version of Calaxian 3 for 
release in August or 
September - but, quite 
frankly, I really wouldn't 
bother. While Calaxian 3 is 
one of the most graphically 
impressive games to grace 
the PlayStation (and the use 
of complex polygon back¬ 
drops is absolutely breath¬ 
taking at times), the interac¬ 
tion on the player's part is 
minimal - reduced once 
again to placing a cursor 
over an oncoming alien and 
pressing a button. True, the 
same can be said of the coin¬ 
op it is based on, but at least 
anyone paying a pound to 
use the coin-op benefits 
from its massive screen size 
and impressive audio capa¬ 
bilities. For the forty quid 
Sony will charge for the PAL 
version of Calaxian 3, all 
you'll be getting is a tarted 
up version of Starblade - 
which already ranks as a 
game best ignored. Calaxian 
3 is a perfect showcase of 
what the PlayStation can do, 
but it seems as if Tekken 2 
got all the Namco playability 
quota. A very good conver¬ 
sion this may be, but when it 
comes to furthering good 
old fashioned gameplay, 
this stinks big time. 


As WITH VIRTUALLY 


SHOOT 'EM UP TO DATE, 

\ Calaxian 3 's reactor scene 

[ BORROWS RATHER HEAVILY 

from Star Wars. 




I C 


For those of you that thought the ancient 
Calaxians coin-op was little more than an exten¬ 
sion of the Space Invader idea, Namco have 
added a fancy rendered intro to the game, 
which details that the player's ship is, in fact, a 
souped up version of the 'Dragoon' ship in the 


first game, and then - in true War of the Worlds 
style - details the Galaxians' plans for invasion 
before the intro ends with the evil aliens stum¬ 
bling across Earth. 


THE 


WORKS 


The backdrops and mother ships are basically a 'movie' 
which plays with the incoming Galaxians laid over the top. 
The Galaxians and any gun turrets superimposed on to the 
said big ships are thus brighter than their surroundings, 
making them more noticeable when they appear. The orig¬ 
inal coin-op was played across six screens linked together, 
and, in keeping with the look of the arcade game, this is 
reflected in this scaled down version courtesy of a faint 
line which runs down the centre of the screen. Similarly, 
adding to the user-friendly nature of the game, Namco 
have included options to expand the screen for lucky gits 
who own a widescreen television. 


ROLL ’EM 
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GRME SPEC 


GAME DIFFICULTY: EASY 
CONTINUES: N/A 
SKILL LEVELS: 3 




PLRYERS 


ith the cack-loads 
of basketball, 
golf and soccer 
games we've 
received for the 
mighty PlayStation, 
it's rather a treat to receive a 
sports sim that we've not 
already got a hundred versions 
of in our drawers already. Oh yes 
indeedy, Sony win a shiny six 
pence for being the first people 
to produce an Ice Hockey game 
— and what a corker! 

Probably the best thing about 
NHL Face Off is the fact that, 
unlike a product such as NFL 
CameDay , you need no prior 
knowledge or interest in the 
sport featured to enjoy yourself 
as much as a real fanatic would. 
In its most complicated guise 
NHL Face Off offers the hockey 
fan a comprehensive and realis¬ 
tic sports simulation, complete 
with all the popular teams and 
team members... In its simplest 
form, NHL Face Off is an ex¬ 
tremely fun arcade game, with 
the controls making it easy for 
even the youngest of players to 
get stuck in straight away. 

It's also an excellent game in 
as much as that, after only a few 
minutes play, you feel as though 
there's nothing you can't do. 

This means that there's no real 
advantage to be claimed by an 
experienced player over a new¬ 
comer. Er... anyway, this is 
meant to be an 
impartial intro, 
devoid of any 
praise or criti¬ 
cism, so I'd best 
just shut up and 
let you decide 
for yourselves! 


As ALWAYS, TEAM 


AND PLAYER STATS 
CAN BE EXAMINED 
EITHER INDIVIDU¬ 
ALLY OR AS A COM¬ 
PARISON AGAINST A 




PHILADELPHIA 


Eric Lindros 
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Skating f— 
Spaed CH 
Shot Pomor f~T 
Shooting Actoracy H . . 
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Pock Handling ( ''! ! 
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Rating 


Rating 

48 

Overall 

69 

■~4 ■ ** 

' ? Offense 

N 92 

82 

Defense 

) 78 

89 

^ Checking 

Qoaltending 

l 81 

W 61 

63 

63 

Aggressiveness 

Exit - 

71 

OSING. 




NOTHING TOO 
CLEVER 


The general game play in NHL 
Face Off is nothing more or less 
than you'd expect from such a 
game, neither too cluttered 
with unnecessary gump nor too 
empty to attract. 


The initial Face Off is controlled 
by the referee who (damn brave 
fool that he is) drops the puck 
between the two team captains 
and let's them bash it out for 
possession as he runs for safety 
and continued good health. 


In-game controls are about as 
simple as they get. The Dpad 
swoops you around the rink with 
incredibly realistic momentum, 
while the buttons allow you to 
pass, select players and, of 
course, shoot. 
































LOOKING DOWN 


As with any sports game on the PlayStation, 
numerous camera angles are the order of the day. 
Apart from having a zillion varieties in replay 
mode, you can also chose to watch the game from 
a number of views. In addition to the side-view 
(ie, most of the pictures on these pages) there are 
isometric views, top-down views, and a rather 
dramatic - but practically useless - ice level cam¬ 
era. Groovy. 
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COMMENT 


STEVE 


With EA pulling their NHL 
licence, Sony have stepped in 
with a hockey game that is more 
than an adequate substitution. Everything 
about NHL Face Off is geared towards playabil¬ 
ity, and the use of first time shots and intricate 
passing makes for a game every bit as fast 
paced as the real thing. The assorted views and 
impressive sound effects are more icing (no 
pun intended) on the cake, but NHL Face Offs 
playability alone makes it a worthwhile buy. 


If you chose to play through an entire season 


CAREER, YOU CAN CONSTANTLY REFER BACK TO THIS TEAM 
CALENDAR TO CHECK ON YOUR PROGRESS . 


New Jersey devils 
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vidual PLAYER STATS VIA THESE ATTRACTIVE 'TRADING 
CARD'SCREENS. 
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Iso view 
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LET’S 5EE THHT RORIN 


The replay system in NHL Face Off is stunning. 
Making use of tons of different combinations for 
the camera view, it really shows off the tremen¬ 
dous '3D-ness' of the arena. You have a number of 
different views such as Goal View and Ice Level, 
which can then be mixed with compass points (ie 
Goal View North, Refs View Southeast, etc). 


PITTSBURGH PENALTY 

k 

0f>8 Jar omit ia&r 
2 Minute# lor Roughing 


Get too carried away with the 
old charging and you'll find 
yourself in the 'sin bin' for a set 
period of penalty time. You can 
find yourself with only a couple 
of players left in the ice if you 
get too nasty. 




After a player is sent off, the ref 
calls for another Face-Off, at 
which point the two teams go 
head to head for another puck 
challenge. Of course the other 
team now have more men, this is 
the Power Play advantage. 


PITTSBURGH GOAL!! 
01O Ron Ft and* 

A»*(«t***>r 

* 5 Ulf SattUurfSaon 
0 31 KenWreggtr t 


And at last! The best goals are 
scored from one-hit strikes fol¬ 
lowing a decent pass, as these 
rocket into the back of the net. 
After a goal, the scorer is credit¬ 
ed on-screen, along with any 
player involved in the set up. 


t mhtt j ] 


It's easy to 
dismiss NHL 
Face Off as nothing more 
than a 16bit arcade-sports 
game. Apart from some 
clever camera angles and 
sweeping 3D graphics 
there's nothing here that 
you couldn't imagine 
appearing on a Megadrive or 
SNES. However, even if it 
were on a 16bit machine this 
would still be a corker. As 
with many arcade games, 
the proof is in the playing, 
and from the moment you 
get hold of the pad, enjoy 
the momentum, savour the 
swooping manoeuvres, and 
score your first one-hit goal, 
you realise that this simple¬ 
looking game is more fun 
than many of the all-singing, 
all-dancing games the 
PlayStation has suffered. 
Being able to set yourself up 
on a career is fun, adding 
longevity to the proceed¬ 
ings as far as one-player 
games go, but it's when you 
get into a decent two-player 
tournament with a mate that 
the real fun becomes appar¬ 
ent. Ultimately this offers a 
more fun than many of the 
sports games we've seen so 
far, and with this being the 
only ice hockey game cur¬ 
rently on offer, NHL Face Off 
wins hands down. 


































































GAME DIFFICULTY: AVE 
CONTINUES: INIFINITE 
SKILL LEVELS: 1 


OUT NOW 


IMPORT 


PRICE 


TECMO 


'LRYER! 


The basic kicks 


j AND PUNCHES ARE EFFECTED VIA THE 
FACIA BUTTONS, AND COME IN TWO STRENGTHS. 


The ten characters 


f PAVE THE WAY TO A FINAL BATTLE 
AGAINST THE SERIES'PERENNIAL BAD GUY, Mr BlC. 


MOVIES, GAMES AND VIDEO 


As part of Double Dragon's attract mode, the play¬ 
er is treated to excerpts from the aforementioned 
Double Dragon film. Starring Robert Patrick (of 
Terminator 2 fame), the film was shot three years 
ago at roughly the same time as the Street Fighter 
and Mortal Kombat movies were being mooted. 
With a considerably large budget of £30 million, 
the film has become stuck in limbo with only a 
minimal outing in the US (where it bombed horri¬ 
bly), a similar fate in Japan, and not even so much 
as a sniff of a video release in the UK. The plot 


revolves around the game's stars, Jimmy and Billy, 
going to war against Patrick's evil Mr Big who has 
kidnapped their sister and is also threatening to 
take over the world using an army of mutants spe¬ 
cially trained in martial arts. Clips from the film 
play as the ten in-game characters are introduced, 
with Billy and Jimmy now accompanied by the 
usual selection of ninjas, school girls, hulking 
brutes, and fat blokes. 


From his auspicious role 


AS THE TlOOO TO A PILE 


OF CRAP NEVER TO BE SEEN. 


efore Ryu and Ken, 
before Kano and 
Sonya, and 
before Nina and 
Power Jack there 
was Billy and 
Jimmy. Also known as the Lee 
brothers, Billy and Jimmy were 
the heroic stars of Technos' 
scrolling beat 'em ups — the 
Double Dragon series — which 
spanned three arcade games, 
numerous missions to avenge 
the death or kidnap of a loved 
one, a trip to locate the mystical 
Rosetta Stone, and countless 
conversions to virtually every 
home format imaginable. 

Now, some eight years after 
the pairs' first scrolling outing, 
Billy and Jimmy have found 
themselves reinvented for a new 
life on the PlayStation. Gone are 
the scrolling stages, handy base¬ 
ball bats and end-of-level bosses 
of the arcade games, replaced 
instead with a side-on, beat 'em 
up a la Street Fighter Alpha, 
Mortal Kombat 3 and any other 
you may care to recall. The 
PlayStation game rides on the 
back of the troubled Double 
Dragon movie (which was shot 
three years ago, died horribly in 
the US, and hasn't even made it 
to these shores as a video 
release), and uses characters lift¬ 
ed from its plot. Ten characters 
are on offer, each with a person¬ 
al goal which can only be 
achieved by ruthlessly pum¬ 
melling the other nine and the 
game's obligatory boss charac¬ 
ters, so — in the tried and tested 
fashion — let the battle com¬ 
mence. Again. 
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COMMENT 


r j m n } T ' -T TjAQ* 1 Lord. It saddens me to play 
PiiJiiJLJP/ games such as this. Being the 
*"“"™™™""^designated beat 'em up special¬ 
ist for PlayStation Plus , it's always exiting to 
get a new game in. It is, however, always a dis¬ 
appointment when a game takes three times as 
long as Tekken 2 to load, but appears to be no 
better than the average Megadrive fighting 
game of three years ago. Apart from the weak 
and lifeless graphics, the game play and gener¬ 
al 'meat' of the game just isn't strong enough 
to warrant its existence. Even more damning (if 
things can get any worse) is the fact that the 
game appears to have absolutely nothing new 
or original to offer the genre, taking pretty 
much all of its ideas from established beat 'em 
ups. Though we may constantly compare the 
likes of, say, Criticom and Zero Divide to Street 
Fighter and Tekken , we do at least give credit 
where credit's due. Double Dragon, however, 
doesn't even come close to the coin-op Double 
Dragons of yesteryear, and as such, earns itself 
a huge government warning. Do notplayl 


Frantic twistings of the pad 


_ and button 

PRESSES LAUNCHES THE CHARACTER INTO A SPECIAL 
'FRENZIED'MODE - A LA STREET FIGHTER ALPHA'S 

'Super'Finishes. 


Each character is armed 


WITH A NUMBER OF SPE¬ 
CIAL MOVESj RANGING FROM MUNDANE FIREBALLS TO 
RATHER SMART FACE PUMMELLING EXERCISES. 


YOU’RE 50 5PECIRL 


Each of the ten characters is capable of punches 
and kicks of differing strengths, while fans of 
Street Fighter Alpha and its kin will be immediately 
at home with the special moves Double Dragon also 
offers. Variations of the classic Street Fighter 
'Fireball 1 and 'Sonic Boom 1 manoeuvres reap simi¬ 
lar projectiles and attacks, although these obvious¬ 
ly vary from character to character. The Ninja, 
Amon, for example, throws shuriken and performs 
acrobatic kicks, while Dulton, an archetypical 
street fighter, can be made to perform head locks 
and stunning-looking succession of kicks and 
roundhouses which are guaranteed to leave an 
opponent reeling. Similarly, when a player has 
reached a set number of hits, a secondary power 
bar flashes, indicating an even more powerful move 
(accessed via an even more complex series of 
moves) is available, with the character temporarily 
bathed in blue flames. 




OVER RND OUT 


Billy and Jimmy have three game modes within 
which to beat the crap out of their opponents. The 
Normal and Overdrive modes are the basic game, 
within which the aim is as ever to whittle away 
your opponent's energy bar using a flurry of 
punches, kicks and special moves, with the 
Overdrive mode throwing a series of extra combi¬ 
nation attacks and moves into the mix. By far the 
most interesting option, however, is the Tiny 3D 
Mode. Quite simply, this is one of the most bizarre 
ideas we've seen in a video game. Basically, the 2D 


action is shown as usual, but using the L and R but¬ 
tons allows the player to pan around the play area 
to view it from virtually any angle. Bizarrely, 
though, the sprites still remain in 2D, as do all the 
foreground and background objects! With several 
layers of these paper thin characters and objects 
the game resembles one of those mini theatres 
where all the characters are mounted on sticks and 
wiggled to make them move - and viewing the 
characters from directly above renders them virtu¬ 
ally invisible! 




H I 4 T i Quite why 
iBM^ythis substan¬ 
dard effort is using the 
Double Dragon name when it 
bears little resemblance to 
any of the three coin-ops is 
beyond me. It's one thing 
reinventing a game to bring 
it up to date, but in a time 
when one-on-one beat 'em 
ups have reached the quality 
of Street Fighter Alpha — 
dropping Double Dragon's 
scrolling action for a very 
substandard Street Fighter 
clone is ridiculous. Double 
Dragon is quite simply yet 
another dull fighting chore 
to rank alongside the Fatal 
Fury clones already gracing 
the PlayStation - it even 
rips off Capcom's super fin¬ 
ishing moves from Street 
Fighter Alpha. The graphics 
are poorly animated, the 
special moves predictable, 
and the characters retreads 
of age-old combatants (com¬ 
edy fat bloke, token school 
girl, ninja, etc). If Tecmo 
wanted to bring their 
licence up to date, then 
revamping the old scrolling 
beat 'em up idea was a more 
logical plan. As it is. Double 
Dragon on the PlayStation 
could well be the final nail in 
the Lee brothers' coffin. 
Thankfully, however, a PAL 
conversion is unlikely... 
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Access Hidden Characters 

To play as M.Bison: 

1. Go to the random box and 
hold L2. 

2. Press left, left, down, down, 
left, down, down. (Use right for 
player 2). 

3. Press ■ and ▲. (Use • and X 
for alternate colours.) 

To play as Akuma: 

1. Go to the random box and 
hold L2. 

2. Press left, left, left, down, 
down, down. (Use right for 
player 2) 

3. Press ■ and ▲. (Use • and X 
for alternate colours.) 

To play as Dan: 

1. Go to the random box and 
hold L2. 

2. Press A, ■ X, •, A. (Reverse 
sequence for alternate colours). 



To fight against Dan: 

1. After winning a match, hold 
Up, L2 and R2 until the "WIN¬ 
NER" screen and text appear. 
Now release the buttons. 

2. Repeat this for five matches 
and before your sixth match 
Dan will appear. 

To fight against Akuma: 

1. From the character selection 
screen make your choice, but 
press and hold L2, R2 and X the 
exact moment that you make 
your selection. 

2. Hold these buttons until the 
first fight begins, at which 
point Akuma will run in and 
take over. 

3. Sit back and watch helplessly 
as he kicks the crap out of you. 

To fight against M.Bison with 
Ken and Ryu: 

1. Complete the game on a dif¬ 
ficulty level of six stars or more 
without changing character. 

2. Remember to now save this 
to your memory card. 
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Complete Password Listing 

Level 2: 5433 
Level 3: 0007 
Level 4: 1213 
Level 5: 1224 
Level 6: 7154 

Invincibility 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, #, 
Down, X, Ax 3, 1 

Maximum Fuel and Armour 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, •, 
Down, X, A x 3, #. 

Maximum Weapons 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, #, 
Down, X, Rl x 4, LI x 4, R2 x 4, 
LI x 4. 

Hover 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, •, 
Down, X, A x 3, X. 

B1 Airstrike 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, •, 
Down, X x 6. 

Mesh Fog Editor 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, •, 
Down, X, Down x 3, A x 3. 

Overhead Map Transparency 

Pause the game and press Left, 

■ x 4, Up, A x 3, Right, •, 
Down, X, • x 5. 




BRTTLE RRENR TOSHINDEN 

Access Various Extras 

Play as Uranus or Master 

Complete the game on Level Six or higher in the one-player mode 
(check the cursor colour after the end credits and it should be 
blue). Now start a new game (in any mode) and hi-light Random on 
the Character Select screen. Hold down the Select button to slow 
down the character cycling and you should find that both Uranus 
and Master are now available. 


Play as Vermillion or Sho 

Follow the same instructions as above, but this time you'll have to 
beat the game playing as Master. When you return to the main 
screen the cursor should now be red, while Sho and Vermillion will 
be available using the same Select button trick as above. 


Access Extra Colours 
Go to the Random select box and 
hold Select to slow down the 
cycling. When the character you 
want appears, just press Weak 
Punch or Weak Kick to select a dif¬ 
ferent outfit. 


Jump To Last Boss 

To go straight to the final boss, 
simply press Up, Down, Up, 
Down, and Up & A together on 
the title screen. 


Change The Camera 

From the Options screen select 
control type 'H2'. Now select 
'Camera Action' and scroll through 
the options until you see Your 
Self. Select any of the control 
types and you'll see that the 
shoulder buttons have now 
changed to camera controls. Begin 
a game and you'll be able to 
change the camera angles whenev¬ 
er you pause the game. Press 
Select while doing this to toggle 
between the Rotate/Tilt and the 
Zoom/Pan controls. 















































Akuma's Moves 
Fireball - D, DF, F & Punch 
Double Fireball - D, DF, F & any 
two punch buttons 
Burning Fireball - B, DB, D, DF, F 
& punch 

Air Fireball - Jump, D, DF, F & 
punch 

Dragon Punch - F, D, DF & punch 
Hurricane Kick - D, DB, B & kick 
Stationary Hurricane Kick - D, DB, 

B & any two kick buttons 
Flying Hurricane Kick - D, DB, B, UB & kick 
Teleport Forward - F, D, DF and any two punch buttons 
Teleport Forward, Short - F, D, DF & any two kick buttons 
Teleport Backward - B, D, DB & any two punch buttons 


Teleport Backward, Short - B, D 
Super Combo Fireball - D, DF, F 
D, DF, F & punch 
Super Combo Dragon Punch - 

D, DB, B, D, DB, B & punch 


DB & any two kick buttons 


MORTAL KOMBRT 3 


Various Cheats 

Extra Ammo 

Pause the game and hold down 
LI and L2 for ten seconds. With 
these buttons held down, now 
press Down, Right, •, Left, 
Right, •. From now on you can 
refill your ammo simply by 
pausing the game and selecting 
the Ammo option that appears. 


Extra Health 

Pause the game and hold down 
LI and L2 for ten seconds. With 
these buttons held, now press 
Right, Right, Left, Down, Down, 
Up, ▲, #. From now on you can 
heal yourself by pausing the 
game and selecting the Health 
option that appears. 


Weapon Power 

Pause the game and hold down 
LI and L2 for ten seconds. With 
these buttons held, now press 
Down, Right, Down, Right, A. 
From now on you can power up 
your selected weapon by paus¬ 
ing the game and using the 
Power option that appears. 


Extra Lives 

As before, pause the game and 
hold down LI and L2 for ten 
seconds. With these buttons 
held, press Left, Down, Right, 

A, ■ X, • 


Extra Bombs 

Pause the game and hold down 
LI and L2 for ten seconds. With 
these buttons held, press Rl, 
R2, X, A, ■, •, Rl, R2, #, 


Level Jump 

Pause the game and hold LI 
and L2 for ten seconds. With 
these buttons held, press X, Rl, 
A, Rl, ■, •, R2, R2, X, ■ A, X. 


Level Select 

Pause the game and hold LI 
and L2 for ten seconds. With 
these buttons held, press Up, 
Right, Down, Left, A, •, X, ■ 

X, A, ■ • 


STREET FIGHTER: THE MOVIE 


Various Extras 

Extra Options Screen 

When a 'story" screen appears, press X, LI, L2. Press Start to go to 
the Kombat Kube screen and then press Up to reveal a question 
mark. Select this for some extra special options. 


Even More Options 

When the trademark screen appears, press ■, X, •, A, Rl, Rl, 

R2, R2, Rl, Rl. You'll now hear Shao Kahn say, "You will never win." 
Press Up on the screen with the spinning MK3 logo (on the cube 
that says "Kombat") - appears. A question mark now appears. 
Utilise this options for a cart-load 
of cheats, including playing as 
Smoke, and unlimited credits. 


Playing as Akuma 

At the Character Select screen, 
press Up, Rl, Down, L2, Right, LI, 
Left, R2. Now select Guile to 
access Akuma. 


THE NEED 
FOR 5PEED 


Various Extras 

Bonus Track 

To access the Las Vegas track, 
you must select Tournament 
Mode and then enter the pass¬ 
word 'TSYBNS'. 

Access Bonus Car 
Enter the Las Vegas Track code, 
exit Tournament Mode, and 
then hold down LI and Rl when 
selecting a car. 

Sega Rally Mode 
To sample the delights of the 
aforementioned Saturn game, 
go to any track other than Rusty 
Springs and just hold down LI 
and Rl. 

Access Oasis Track 
Simply hold down LI and Rl 
while selecting the Rusty 
Springs track. 

Warrior Cars 

Though you can't set any record 
while in this mode, to grab 
yourself some more speed, hold 
down LI and Rl while selecting 
any car. 

Arcade Mode 

Accessed by holding down LI 
and Rl whilst selecting the 
number of laps you want. 
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Level Select 

Play through the game well 
enough to get a high score, and 
enter your name as "Twirly!" 
When you go back to the 
Options screen you should see 
a gold icon that will allow you 
to select the level you want. 


Codes and Passwords 

Passwords 

99 Lives-XNB9FMIZ2? 

Finished Music - J5VLFP58VB 

Finished Mountains - 

J5KIZZC8MD 

Finished Caves - 

SM1KV7WSXD 

Access to Space Mama - 

T64H5M!?BB 

Access to Skops - 72MC9J1GTB 
Finished Image - SX21ZP58MD 
All but Final - SD3BKFOOMN 

Extra Continues 
When you've lost your last man 
and are down to two or fewer 
continues, press Start to con¬ 
tinue your game, but then press 
Up, Down, Right, Left for and 
extra ten free continues. 

Picture in Picture 
Pause the game and press •, #, 
Left, •, #. You might find that 
you need to hold R2 while 
doing this. 


Auto-Refill Combo Meter 

Go to the Character Select 
screen and hold down Li and 
L2. Now press ■, X, •, ▲. 


NOVRSTORM 


RRYMRN 


Cheat Codes 

Invincibility 

While playing, press Left, Fire, 
Left, Fire, Left, Left, Fire, 
Right, Fire, Right, Fire, Fire. 


All Weapons and Items 
While playing, press Left, 

Right, Left, Left, Right, Left, 
Right, Right, Up, Down, Up, Up, 
Down, Up, Down, Down. 
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RSSRULT RIGS 


_ GEX 

Various Codes 


Invincibility 

Pause the game and hold down the R1 button. Now press X, ■, 
Down, Down, Up, Down, Right. 

Infinite Lives 

Pause the game and hold down R1. Now press Up, #, ▲, Down, 
Right, ■, Down. 





Fire Balls 

Pause the game and hold down R1. Now press X, Up, Right, Up, 
Right, Right. 

Ice Balls 

Once again, pause the game and 
hold down R1. Now press •, •, 

Left, Down, •, Up, Right. 

Electricity 

Yes, you've guessed - pause the 
game and hold R1. Now press 
Right, Left, Right, •, ▲, Right, •, 

Down, Right. 

Instant Speed 

Pause the game and hold R1. Press 
Down, Pause, Right, Right, Down, 

Up, Pause. 


Super Jump 

Pause the game, hold R1, and then 
press X, #, Up, Up, Down, Right, 
Right 


Level Passwords 

Cemetery 1 -SVZFKHGP 
Cemetery 2-BXRFYHGP 
Cemetery 3-ZVTCYHGP 
Jungle 1 - KXVKRHKP 
Jungle 2-CVHCSHKP 
Jungle 3-SVKLPHKP 
Jungle 4 - CVBLPHKP 
Toonville 1 - RVTCSHGP 
Toonville 2 — XVVBRHKP 
Kung Fu 1 - YTCHPHKP 
Kung Fu 2 — ZTDHPHKP 
Kung Fu 3 — DXVGRHKP 
Rezopolis - GYVYRHKP 
Final Battle - PZYPRXYL 


_ RLIEN TRILOGY _ 

Level Select 

On the password screen, enter 'GOLEVL' followed by the level you 
desire (ie 'G0LEVL12' to jump to Level 12.) You'll know when 
you've got this right as the words "Cheat Enabled" will appear on 
the screen. 
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Various Codes and Passwords 

Invincibility 

Pause the game and press ■, 
■ • • A, X, ■, Up, Up, 
Down, Down, LI, R1, Select. 

Level Skip 

Pause the game and press ■, 
•, ▲, Right, Left Down, R1, 
L2, R2, R1. 

Passwords 
Level 1-1 - CGG 
Level 1-2 — CLL 
Level 1-3 - CRR 
Level 2-1 — FGD 
Level 2-2 - FLJ 
Level 2-3 - FRN 
Level 3-1 - HGD 
Level 3-2-HLG 
Level 3-3 - HRL 
Level 4-1 - KGG 
Level 4-2 - KLD 
Level 4-3 - KRJ 
Level 5-1 - MGJ 
Level 5-2 - MLD 
Level 6-1 - PGL 
Level 6-2 - PLG 
Level 6-3 - PRD 


Various Codes 

Faster Clouds 

On the title screen press and 
hold LI, L2, R1 and R2, and 
then press Up. 

Jumping Power 
Once you've completed the 
game, go to the Stage Select 
screen and page through all the 
levels until you see the word 
'Extra'. Now restart the game 
and you'll be able to jump five 
times in a row instead of three. 


God Mode 
Enter the 
password 
'PILCHARD' 


Passwords 
Level 2 - AFLEAPIT 
Level 3 - TEASPOON 
Level 4-SEDATION 
Level 5-VERYNICE 


TOTRL ECLIPSE 
TURBO 


Various Codes 

Level Select 

On the Options screen, high¬ 
light 'Password' and then hold 
down the Select button. 
Keeping the Select button 
down, press ▲, LI, ■, and then 
release Select and press A, LI, 
Square, A, LI, ■. 

Continues and More... 

To get yourself ten continues, 
ten plans, and ten plasma shots, 
begin a game and then pause it. 
At the Continue/Options 
screen, select 'Options' and 
then press A, ■, •, ■, A, ■, LI, 
Li and R1 together. 

Select, Select. A skull should 
now appear. Next, press A, ■, 
LI, LI, LI, ■, A. This code can 
be entered as many times as 
you like. 


JUMPING 

FLHSH 


WRRHRWK 


Various Codes 

Preview Epilog - ■, ■, Right, •, ■, X, ■, ■. 
Check Special Upgrades - ■, Right, •, ■, A, X, X, ■. 

A-La-Mode - •, #, #, Right, X, A, X, X. 
Infinite Weapons - A, A, #, A, ■, A, A. 
Thor Mode - ■, #, ■, ■, A, X, A, A. 
Kali Mode - X, •, •, ■, X, A, #, A. 
Preview Movies - A, X, Right, •, •, X, A, ■. 
Face to Face with Kreel - A, X, A, ■, ■, ■, X, A. 

Kreel's Door is Open - A, X, ■, A, •, ■, X, X. 
Above 3rd Force Field - A, X, ■, •, A, X, A, ■. 
Above 2nd Force Field - A, X, A, A, A, X, •, A. 
Above 1st Force Field - A, X, X, ■, •, ■, •, X. 

Stormland - A, X, A, ■, #, X, #, •. 
In with the Gatekeeper - A, •, •, A, A, X, ■, A. 
West Gauntlet Boss - A, #, •, ■, A, •, •, X. 
East Gauntlet Boss - A, •, X, A, #, X, A, ■. 
Gauntlet Level - A, #, A, #, A, X, ■, ■. 
Volcano Boss is Active - ■, ■, X, •, A, #, ■, A. 
Volcano Level - ■, A, X, X, X, A, #, ■. 
Airship Rear Hanger Open - X, ■, A, #, X, A, ■, ■. 
Post Transformation Airship - X, #, A, A, •, •, •, X. 

Airship Level - X, A, X, ■, ■, A, ■, A. 
Approaching Uma - #, #, •, ■, A, A, ■, A. 
In Canyon with Crystal - •, ■, A, ■, A, A, A, ■. 
In Canyon with Belle - #, A, X, ■, •, •, A, A. 
In Canyon with Amber - •, ■, #, ■, X, •, •, A. 
Canyon Level - #, A, A, X, #, •, ■, #. 
Desert All But Done - A, •, X, A, •, •, X, ■. 
Pyramid Has Risen - A, ■, X, A, •, ■, #, X. 
Desert Level - A, ■, X, A, X, X, ■, ■ 
NB: Enter all of these on the 
Access Code screen. 


JOHNNY 

BRZOOKRTONE 


Level Select 
Enter the 
password 
'KRISTIAN'. 
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Throughout our Street Fighter 
Alpha tips we'll refer to the 
various moves possible by 
their 'official' names. We'll 
also be using this system to 
describe the various kicks and 
punches available. JAB 
denotes a weak punch (■), 
STRONG denotes a medium 
punch (A), FIERCE denotes a 
hard punch (LI), SHORT 
denotes a weak kick (X), FOR¬ 
WARD denotes a medium kick 
(•), ROUNDHOUSE denotes a 
hard kick (R1). 


Six good reasons to Alpha Counter 

1. To get out of a corner. The corner is a bad place to be when 
defending, so use counters to force your way out of a corner/fire¬ 
ball traps. 

2. To keep an opponent in the corner. The corner is a good place to 
be when attacking so make use of counters to force opponents 
back against the wall - even if it means sacrificing one level of Chi 
from the Super Meter. 

3. To ruin long range attacks. Characters like Adon, Guy, Ken and 
Charlie have very long range kicks that can be used to keep you 
back. Practice breaking through their kicks and try to make your 
opponent a bit more weary by Alpha Countering. 

4. To attack projectile-reliants. Some of the characters have coun¬ 
ters with excellent reach. Thus, should an opponent keep blasting 
you with projectiles from a medium distance, you can counter the 
missile and then clobber him while his guard is down. 

5. To interrupt a Super Combo. Opponent often use Super Combos 
to finish you off by making you take tons of block-damage. Alpha 
Counter these attempts to frustrate players and get hits back. 

6. To thwart cheap throw attempts. Players that jump in with kicks 
or attack with slides as a disguise before attempting a throw can be 
thrown away with effective countering. 


Alpha Countering Super Combos: 

Only attempt to counter Super Combos if you know what you're 
doing. Don't attempt one if you can barely master usual counters. 
Sod things up in the middle of a level two or three Super Combo 
and you'll know about it. Better to take block-damage than eat the 
entire move! 


THE BUTTONS 


Crouching Alpha Counters: 

Though tricky, this is possible by quickly moving the pad from the 
defensive crouch into the counter move. This is an especially useful 
skill to have for those matches where both characters eventually 
find themselves with very little health left, and are holding back for 
fear of losing out. In a situation such as this, being able to reliably 
counter a low attack (when your opponent cannot) gives you a very 
definite advantage. 


Avoid being Alpha Countered: 

How do you fight an opponent that, while a master of the Alpha 
Counter, is also a pretty aggressive player; thus forever recharging 
his Super Meter? Every time you attack he counters, and every 
time you back off he gets stuck in! 

1. Don't be predictable. Don't keep throwing tons of low attacks, 
and don't continually jump in with kicks - you might as well tattoo 
"Please Alpha Counter me" on your forehead! 

2. Select a character with a projectile and fight from a distance. If 
your opponent closes in on you, just stay away! 

3. Surprise your opponent by walking over and throwing them. If 
you feel your opponent knows what you're up to, either throw a 
few sweeps their way instead, or "fake" the throw, block any retali¬ 
ation, and then Alpha Counter them. 

4. Jump into your opponent, but don't throw any aerial attack. Your 
opponent will probably be expecting to block something — all 
ready to perform an Alpha Counter - which means that he probably 
won't throw an attack. Once you reach the ground, either throw or 
sweep, or just block for when he does attack and then counter the 
hit yourself! 


RLPHR COUNTERS FIND THEIR 
WILY WRY5 
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RYU VS KEN 


CHEESY THROWS RHOY! 


If you want to soften the effects 
of a throw v . u ile receiving a nice 
points bonus for your technical 
ability) just move the joystick 
either towards or away from your 
opponent and press FIERCE at 
exactly the point that you're 
thrown (ROUNDHOUSE also 
works sometimes). Basically, act 
as if you're trying to counter your 
opponent's throw with one of 
your own your own. 

1. Any players familiar with Super 
Street Fighter 2 Turbo will notice 
that the reaction time allowed for 
this counter has been cut down, 
so not only you'll need to be 
quick, but accidental reactions 
are less frequent 

2. All non-special move throws 
can now be softened, including 
presses and air-throws. 


For those of you still undecided 
about whether Ken is better than 
Ryu (and vice versa) here are a few 
things to think about... 

1. Ryu remains the more solid 
fighter, while Ken concentrates 
more on combos and flash moves. 

2. While Ken allows more freedom 
of play and creativity, Ryu is gen¬ 
erally played more mechanically. 

3. Ryu usually knocks opponents 
down in a single hit, while Ken's 
attacks leave the opponents 
standing. While Ryu's power may 
seem more advantageous, stand¬ 
ing players leave themselves more 
open to longer combos, and thus 
more hits. 

4. If you consider yourself an old- 
schooler who's a bit tasty at the 
fireball trap, Ryu is probably the 
better choice simply because of 
his knockdown abilities — which is 
valuable for pushing opponents 
into the corner. 

5. If you like to mix up fireballs. 
Dragon Punches, chain combos, 
long-distance fighting, and close- 
in brawling, Ken's more likely to 
be your man. 


Yes, the cheese goes on, this time courtesy of fat boy Sodom. 
Basically, if you throw Sodom's standing ROUNDHOUSE 
while your opponent is getting up from the ground, your 
opponent will not be able to block it. Of course, the timing is 
crucial, but it is possible to trip your opponent, throw an 
unblockable standing ROUNDHOUSE as he gets up, interrupt 
right into a Carpet Bomb, and then repeat the sequence for a 
cheap victory. There is a chance that a clued-up opponent 
will be able to Dragon Punch or even throw right through the 
Cheese Kick (but, well... let's just say that it's worth a go if 
only to annoy your mates!) 
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THOSE DAMN SONIC BOOMS! 


RE-DIZZY! 


Street Fighter Alpha tries to be as rounded as possible, giving every 
fighter enough moves and counter-moves to stand a fair chance 
against all the other characters. Charlie's Sonic Boom is a particularly 
groovy projectile, but you need to think about the character you're 
up against before firing one off... 

RYU: If you're up against Ryu and you can see that he has a Shinkuu 
Hadouken ready to roll, don't even think about throwing a Sonic 
Boom near him. Because of the need to charge up it's very easy for 
opponents to see what you're up to, and the moment you release it 
you'll find an enormous fireball coming back at you. Ryu also has the 
Hurricane to rely on, so be very careful! 

KEN: He's a hard one to nail simply because he can now roll under 
the Boom. Thankfully, you should recover from any Booms fast 
enough to avoid being caught out yourself. 

SAGAT: There's not much Sagat can do against Sonics except jump- 
in, but because of his long, reaching legs, there's a good chance he'll 
smack you a good'un in the face. You also need to watch out if Sagat 
has a Super Combo charged, as he can murder you on reaction with a 
Tiger Cannon. 

CHUN-LI: As well as being able to Split Kick through your Booms, 
Chun can easily Thousand Burst Kick right through them in the corner. 
Chun can also simply jump over them and kick - and you know how 
hard it is to knock her out of those flying attacks. Basically, watch out 
for getting cornered when up against her. 

BIRDIE: You need to be very very careful with Birdie, as he can easily 
grab you with the Leaping Chain Grab while you're busy trying to 
Sonic Boom him. 

ADON: The Jaguar Kick and Jaguar Tooth are both very effective 
against Sonic Boom attacks. 

GUY: Guy can slide underneath Sonic Booms close-up, or use the 
Bushin Run with a slide kick from medium to far range. 

SODOM: Sodom is a tricky one to Boom as he can slide under them 
extremely easily and recover almost instantly. 

ROSE: Fairly obviously. Rose is 


Yes, it is true - there is a re¬ 
dizzy, but it belongs to Guy, 
and it's bloody hard to pull 
off. It is, however, worth the 
effort because, when exe¬ 
cuted correctly, it will dizzy 
every character apart from 
Ken and Ryu. Just get your 
opponent into a corner and 
then try: Jumping ROUND¬ 
HOUSE, crouching JAB, 
standing STRONG, stand¬ 
ing FIERCE, Bushin Run 
with ROUNDHOUSE. 







































Moves that definitely can't be 
air-blocked: 

1. Super Combos - except 
Charlie's 'Sonic Blade' Super 
Combo and Akuma's 'Air 
Fireball' Super Combo. 

2. All ground-based normal 
moves - (ie normal upper¬ 
cuts, etc) 

NB: You cannot air-block any 
of the Super Combo projec¬ 
tiles such as Ryu's 
'Vacuum Fireball'. 


Moves that usually can't be air- 
blocked (but occasionally are): 

'I. Ken, Ryu, Sagat, and 
Akuma's Dragon Punches. 

2. Chun Li's Vertical Kick. 

3. Adon's Jaguar Knee 


Moves that usually can be air- 
blocked: 

1. Charlie's Flash Kick and 
Sonic Blade Super Combo. 

2. Adon's Jaguar Kick and 
Jaguar Tooth. 

3. Akuma's Air Fireball 
Super Combo. 

4. All normal projectiles. 

5. All normal air-based moves. 
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ROLLING 


THE SUPER COMBO SYSTEM 


Just to surprise people who 
are congratulating them¬ 
selves after throwing you or 
knocking you over with a 
sweep, perform: away, 
down/away, down, punch. As 
soon as you hit the ground 
you'll roll towards your oppo¬ 
nent at top speed. This move 
can be used to get out of cor¬ 
ner traps and counter fireball 
set-ups, as well as to pass 
through projectiles. The bad 
news is that you're not invul¬ 
nerable to other attacks 
while rolling. There's also a 
chance that you'll come 
straight out of your roll in 
front of the opponent who, if 
they've got their wits about 
them, will just pick you up 
and throw you away again! 


Every character in Street Fighter Alpha has a Super Meter at the bot¬ 
tom of the screen that fills up as your character fights. This meter is 
divided into three levels of power, allowing for three different ver¬ 
sions of each Super Combo. It's worth remembering that the meter 
resets only between matches, not rounds. This means that it's often 
worth saving any power built up until the beginning of the next round 
to gain the advantage. If you know you've lost this round, don't 
waste your power in a last-ditch desperation attack. Save your power 
and take control of the next round. 

Four ways to increase your Super Meter: 

1. The fastest way of increasing your Super Meter is just to hit your 
opponent. Damaging attacks will increase your Meter faster than 
attacks that are blocked, so get stuck in where ever possible. 

2. Each time you perform a special move - regardless of whether you 
hit your opponent or not — your meter goes up. 

3. Blocking attacks and taking damage 
increase your Super Meter, but only by 
a very small amount. 

4. Every time you hit a button 
(except JAB or SHORT) you 
will add a tiny amount to 


your Super Meter. 






















The original Street Fighter games were forever ruined by boring fire¬ 
ball shenanigans, where cheap players would hide behind endless 
streams of fire, waiting for opponents to make mistakes. Street 
Fighter Alpha has a number of ways to combat this, with each charac¬ 
ter dealing with such troubles in a different way. 


CHUN-LI: Axe Kick, or 
Thousand Burst Kick 
Super Combo. 


KEN: Ground Roll, or 
Rising Dragon 
Destroyer 
Super Combo. 


ADON: Jaguar Kick, 
or Jaguar Tooth, or 
Jaguar Revolver 
Super Combo. 


RNTI-FIREBRLL MOVES 



RYU: Super Fireball CHARLIE: Sonic BIRDIE: Chain Grab 

Super Combo. Blade Super Combo. Super Combo. 



SAGAT: Tiger Cannon GUY: Bushin Leap, 
Super Combo, or or Bushin Jump 

Tiger Knee. Super Combo. 


SODOM: Slide. 



M.BISON: Demon 
Stomp. 


ROSE: Slide, or 
Soul Reflect. 


AKUMA: Er... take 
your pick!! 





And that's your lot... for now\ 
Yes, next issue we have each 
of the characters picked apart 
in glorious detail-O-vision! 
Some of the most choice cuts 
from each fighter, explained in 
easy to understand English, 
plus a few extras. 

See you there. 


NEXT MONTH 
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The Dining Rnnm 

• Approach the table and look in the bowl. The 
water in the bowl will turn to blood. 

• Approach the open door to the left of the 
fireplace to enter the First Floor Hallway. 

The First Flnnr Hallway 

• Look at the dresser to the left of the 

stairway. An arm will stretch out of the 
mirror and grab at Laura. - 

• Walk into the Barrel Room to the right of the 
hallway. 

The B arrel Rnnm 

• Walk towards the far end of the room. A 
spiked wall will spring out at Laura, stopping 
only inches from her body. 

• Go back out and walk up the stairs to the 
Second Floor Hallway. 
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ity poor Laura, battling her way through the darkened rooms of Daddy’s twisted psyche. 
Have you navigated through safely? If not, here’s a 
few hints to help you on your way... 


Hints 

Beetle Symbols: 

Glowing beetles will appear up to four times during the game. 
They are located in varying areas and can only be accessed after 
certain specific actions have been carried out, but once triggered 
send Laura off into disturbing flashback sequences. 

Laura's Compact: 

By selecting the compact from Laura's inventory, you'll receive a 
visual clue as to how you should approach your current puzzle. 
This, however, can only be done three times per game. 

Laura's Father: 

At varying locations in the game, Laura's father will appear and 
speak to her. 

Laura's Watch: 

The entire game needs to be completed in two hours of real time. 
The game begins at 3:00 and ends at 5:00, and the watch found 
in the inventory can be used to keep track of this. 

The Solution 

This solution offers all of the actions available in the game, 
including a numberthat are optional. Once certain informa¬ 
tion is known — such as the number on the drawers to be 
opened or the safe's combination — there's no need to play 
those sections that normally reveal these clues. 

























The Second Floor Hallway 


• With the stairs to Laura's back, open the door to the left. A 
body impaled on spikes will swing out. 

• Enter the door directly across from the stairs to enter the 
Second Floor Sitting Room. 




The Second Fluor Sitting Room 



• Approach the chest of drawers in the corner. Each drawer is 
marked with a Roman numeral, so open the drawer marked T 
and get Laura to take the piece of paper 
inside, it's possible that a beetle symbol 
may appear in this drawer instead of the 
paper. If this does happen, just open 
the drawer a second time once the 
flashback has finished. 

• Approach the fireplace, where Laura 
will pick up the silver key from the bot¬ 
tom of the fireplace. 

• Return to the Dining Room. 


The Dining Ronm 






• Place the paper in the bowl on the dining table. The hidden 
message 'IV - II' will appear. 

• Return to the Second Floor Sitting Room. 


The Secnnd Floor Sitting Room 


• Approach the chest of drawers and 
open drawer 'IV', then drawer 'll'. 

Laura will take the wrench from the sec¬ 
ond drawer. 

• Return to the Barrel Room. 


The Rarrel Room. 


• Use the wrench to turn the spigot on | —? - 

the barrel. The spikes on the far wall 

will now retract. 

• Walk through the stairway that was protected by the spiked 
wall. The stairs end with a locked door marked with the number 
'78'. 

• Return to the Dining Room. 


The Dining Room 


• Use the silver key to unlock the door 
to the right of the fireplace. 

• Enter the First Floor Bedroom. 

First Floor Bedroom 


• A manacled prisoner is shackled to 
the wall. Note that his right arm dis¬ 
appears into the wall. Walk into the 
other section of the bedroom. 

• Approach the small wooden safe that's on a pedestal in the cor¬ 
ner. Pull the handle to make the number 78 appear. Setting the 
numbers correctly can be tricky because there's a set delay while 
the number on the right slips ahead. The number of moves that 
the right digit turns ahead is identical to the number showing on 
the left side. Let go of the handle between 0 and 1 to stop the 
display at 7, and then release the second digit between 2 and 3 
to ensure that it stops at 1 before slip¬ 
ping ahead to 8. Once opened, the safe 
reveals the prisoner's arm that has 
been placed through the wall. Laura 
will take the ring. 

• Return to the Barrel Room. 




The Barrel Room 


• Enter the room and walk down the 
stairway. 

• Approach the door and use the ring to unlock the it. 

















The Downstairs Bedroom 


• Approach the painting above the fireplace. Upon closer 
inspection, the girl in the painting smiles and transforms into a 
picture of four animals in a pattern. 

• Approach the desk with two drawers. (A beetle symbol may 
appear here.) 

• Approach the night stand to the right of the bed. Four cups 
painted with pictures of animals are on a circular tray on the 
night stand which can be rotated to match the pattern from 
the painting 
This will 
unlock the 
door to the 
right of the 
night stand. 

• Open the 
door and 
enter the 
Library. 




The Library 


• Examine the four 
busts on the table. 
(A beetle symbol 
may appear here.) 

• Examine the book¬ 
shelf. (A beetle 
symbol may appear 
here.) 

• Open the door 
and enter the 
Prison. 


The Prison 


• Take the key from 
a dead man's hand 
and return to the 
Downstairs 
Bedroom. 

The Downstairs 
Bedroom 

• Unlock the desk 
with the two draw¬ 
ers. Laura will now 
take the book that 
was inside the 
right hand drawer.. 

• Return to 
the Library. 


TheLibrary 

• Place the book on 
the bookshelf. The 




bookshelf will slide over, revealing a secret passage. 



The Rotating Room _ 

• The podium in the centre of the room has a wheel that, when 
turned, will cause doorways to different locations to appear 
behind Laura. The locations are: 


• Rotate the wheel on the podium until the Hall of 
Knights is accessible. 

1: The Hail of Knights 

• The main thing here is to watch the bottom of the screen for 
hints on which buttons to press, and make sure that you react as 
quickly as you possibly can. 

• Laura can defeat the knight by executing the first move in time. 
If this is not done, the knight will push Laura into the pit. 

• If Laura falls into the pit, approach the metal rungs lining the 
pit wall. (A beetle symbol may appear here.) 

• To defeat the knight, follow the on-screen controller hints dis¬ 
played after Laura reaches the top of these rungs. 

• Return to the Rotating Room. 

2: The Rotating Room 

• Rotate the wheel on the podium until the Garden is accessible. 



• Approach both statues in the Garden. When examined, the 
names of the statues are revealed (Aquarius and Sagittarius). 

• Approach the fountain. (A beetle symbol may appear here.) 

• Approach the door on the tower wall. Place the sword in the 
slot on the door. The sword may break, but the door will unlock. 

Use the door to 
enter the Tower. 


4: He Tower _ 

• Approach the telescope on the table. Use the lever to the right 
of the telescope to select the symbol for Aquarius (two wavy 
lines). Look in the telescope to see the constellation outlined in 
light blue. Move the lever next to the telescope to select the 

symbol for 
Sagittarius (an arrow 
crossed with a bar). 
Look in the tele¬ 
scope to see the con¬ 
stellation outlined in 
green. 

• Return to the 
Garden. 
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5: The Garden 


• Rotate the wheel on the podium until the 
Circular Pool is accessible. 


7: The Circular Pool 




The Gear Room 


• Examine the statue of Aquarius. Push the light blue button. 

• Examine the statue of Sagittarius. Push the green button. 

• Return to the Rotating Room. 


6: The Rotating Room 
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• Open the chest floating in the pool. Laura 
will remove the pistol inside. 

• Return to the Rotating Room. 


9: The Stained Glass Window 


• Use the pistol to shatter the 
window. Note the depiction of 
the woman and the Nosferatu- 
like monster on the window. 


8: The Rotating Room 

• Rotate the wheel on the podium 
until the room with the stained 
glass window is accessible. 


• Walk to the end of the hallway to experi 
ence (yet) another flashback sequence. 

• Return to the middle of the hallway. 
While facing the window, turn to the wall 
on the right. 


• This room contains a strange machine 
with two gears. The gear on the left side 
has a red sphere. The gear on the right 
side has a circular hole. To complete this puzzle, both gears must be rotated to view 
the red sphere through the circular hole. 

• The two levers on the front of the machine can be set to three positions: front, 

middle, and back. Set the left lever to the i ~ -- 

middle position and the right lever to the - 

front position. Push the red button until <r 

the red sphere is in the area between the £j ' 

gears. Set both levers to the front posi- g 
tion. Press the red button until the circu- I v ' 
lar hole overlaps the red sphere. 


The Spire 


• Examine the painting. 

• There are a variety of endings 
to the game depending on what 
actions you ensure Laura takes 
after her father has spoken. In 
some she lives, in some she dies. 





















































There's been a lot of 
talk in our letters 
page about the price 
of games. So are you 
paying too much? 


am Peters trawls 





D he scene:a games 

retailer in a suburban 
High Street. Joey 
Public surveys the 
PlayStation products 
on offer and decides 
to buy Worms , one of 
the cheaper games. 
Joey wanders up to 
the counter with a 
couple of grubby £20 notes. The 
sales assistant takes the money 
and gives Joey his game. Joey 
sets off home, past the shop sell¬ 
ing PC CD games from as little as 
£10 each, past the record shop 
with CD singles at £3.49, past 
the newsagents selling £5 maga¬ 
zines with 'free' cover CDs. Joey 
starts wondering to himself why 
the game he just bought cost 
£40, rather than £4 (or indeed, 
£400). How is the money divided 
up? Where does it go? 

The answer is simple enough. 
The money is sent straight from 
the shop to a giant hotel suite in 
Mayfair where the programmer 
rolls it up to snort non-prescrip¬ 
tion pharmaceutical powders out 
of the belly button of a £500-a- 
night hooker. Or that's 
what Terry down the 
pub reckons, any¬ 
way. But then 
again, he 
thinks that 
JFK commit¬ 
ted suicide, 
and he 
believes the 
night he woke 
the gutter was the result 
of alien abduction rather 
than blind drunkenness. 


Let's not pay much attention to 
what Terry says. Instead let's ask 
the people involved; the retail¬ 
ers, the developers, the publish¬ 
ers and Sony themselves. Is it 
really not possible to produce a 
game for less than £40? Where 
does the money go 
and who, if any¬ 
one, can afford 
to take a cut 
in profits to 
bring the 
price down? 

We also 
pop into 
stores around 
the country to find 
out what's selling and 
what you, the paying public, 
think of the price of games. Do 
all stores charge the same? 
Where can bargains be found? 
For afters, we look at mail order 
and exchanges, two ways to get 
your games for less. We also look 
at where, if anywhere, an overall 
cut in prices might come from. 



















So you wander into your local HMVirgin Game Boutique, pick out the one of the cheapest 
games available - say. Worms - and hand over your £40. But where does that money end up? Is 
even £40 too much for a game? And, if so, who gets the Ferrari? 



THE RETAILERS 

It's by far the biggest chunk on the pie chart. 
So are the retailers the real villains of the 
piece? What the hell do they do with ail the 
money? Why don't they discount PlayStation 
games like they do with PC and Megadrive 
games? If they were to take the same cash 
amount on PlayStation games as they take on 
double music CDs (which take up exactly the 
same amount of shelf space) wouldn't they 
be able to cut the price of games by approxi¬ 
mately £10? 

Here's what they said... 

"Due to the sensitive nature of your ques¬ 
tions, we will not be responding to them." 
Lawrence Cox, Product Manager, Consoles 
Virgin Our Price 

"This is my personal opinion: I believe that at 
the moment retailers are crossing their fin¬ 
gers and hoping no one starts aggressively 
discounting PlayStation games. PC sales are 
so high that profit margins have been cut 
with no major shortfall of income. Megadrive 
and SNES margins have been cut down to vir¬ 
tually nothing. Retailers are just trying to get 


the money from somewhere." 

John Steinbercher, Chief Executive, 

Rhino Croup (Electronics Boutique) 

"If it's about prices I'd rather not comment, 
it's a very sensitive issue at the moment. 

Let's just say we have lots of overheads - 
property costs, staff wages, etc - and the 
price we pay for Sony product necessitates 
the current retail prices. When PlayStation 
games start selling over 100,000 units in the 
UK, wholesale prices might come down - 
either that or a lot more money will be put 
into game development. There are no Ferraris 
in Game's car park. If you want Ferraris, go to 
the publishers not the retailers." 

Dave Perrett, Head Buyer, 

Came 

THE MANUFACTURER 


Douglas Goodwin, Head of UK Sales, Sony 

Sony are very protective over the exact sum 
they receive from each CD, with the price 
varying depending on various factors, includ¬ 
ing how 'good' a deal the game's publisher 
has with the company. Industry insiders sug¬ 



HMV's Level i in Oxford Street , London. 

Most RETAILERS CANNOT AFFORD TO DRASTICA { 
CUT THE PRICEOF PLAYSTATION GAMES , SIMPLY 
BECAUSE THEY DON'T SHIFT ENOUGH UNITS. 

Maybe when Tekken 2 sells 100,000 the 

PRICE WILL COMEDOWN. 


gest an average levy of between £9 and £10 
per game. 

How much of the £9 to £10 is actually spent 
on manufacturing? Publishers can get PC CD- 
ROMs duplicated at the same plant in Austria 
that Sony use for PlayStation disks; the PC 
discs cost about 60p. 

"It's completely wrong to draw comparisons 
with the PC. No third party developer has to 
pay a royalty to IBM or Hewlett Packard, the 
PC was made many years ago. The Play¬ 
Station is a new product and in the course of 
bringing a new product to market, there are 
lots of research and development costs. Sony 
are merely recouping these costs." 

So when you've got your money back, you'll 
lower the fee and games will eventually 
become cheaper. 

"That's not something I would wish to com¬ 
ment on. We cannot predict what will happen 
in the future." 

Is it true that you will cut the cost of the 
machine to £250, bringing it into line with 
the Saturn, over the next couple of months? 
£200 by Christmas? 

"It's not for me to speculate on price points. 
Sometimes you want to run prices in parallel 
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with the opposition, sometimes it's better to 
have diametrically-opposed price points. 
Ultimately we have to decide what is better 
for our brand." 

Do you have any say in the price games are 
sold at by retailers? 

"Absolutely not. We suggest prices, but the 
retailer can decide whether to follow those 
suggestions. It's a free market. The bottom 
line is the amount of profit the retailer wants 
to make and what savings they wish pass on 
to the consumer." 

The boss of one of Britain's biggest 
PlayStation games publishers has told us that 
he believes if he was free from Sony's con¬ 
trols, he'd be able to put games on the 
shelves at £30 or less. Is this possible? 

"I won't comment on the record in response 
to someone else's off the record comment. If 
he wanted to make less profit, he could prob¬ 
ably do that." 

How many Ferraris are there in the Sony 
car park? 

"None, that's not the way we operate. Try 
Psygnosis, they've probably got one or two. 
It's the games publishers, the entrepreneurs, 
who have the flash cars." 


THE DEVELOPER 


Martyn Brown, Development Director, Team 17 

Martyn recently sent PlayStation Plus a fax, 
expressing his views on the price of games. 

He shares the concerns of our readers, believ¬ 
ing that games are overpriced. But isn't he 
partly responsible? You must be making 
money out of Play-Station games. 

"By the time the money from a CD ends up at 
the development stage, there's quite a small 
amount left. The retailer takes a huge chunk, 
Sony take their cut, we see less than £5 out 
of the £40 people pay for Worms. We have 
ninety people working in-house, 60,000 
square feet of office space, development and 
marketing costs, and we like to make some 
sort of profit - which we plough back in to 
the company. Developing for the PC is a lot 
more profitable." 

So how much should PlayStation games cost 
and where does the money for the price cut 
come from? 

"I think £25 to £30 would be a fair price 
point, but the way market forces operate at 
present, that just isn't possible. There is a 


position where the price of games tends to 
be dictated by Sony's control of the manu¬ 
facturing process. If someone wants to pro¬ 
duce their own PlayStation disks and take on 
Sony in the courts, they're welcome to do so, 
but it won't be us." 

Shouldn't the retailers be discounting the 
games, the way they do with PC and 
Megadrive titles? 

"The stores have spent a lot of money stock¬ 
ing PlayStation titles, and the market has 
been fairly depressed for the last year - why 
should they chop the price of something that 
feeds them? They can afford to cut the price 
of PC games. If Mr Public looked at the fig¬ 
ures, he'd see why the retail price for 
PlayStation has to remain as it is. I'd prefer 
lower prices as we'd sell more games." 

Aren't PlayStation owners funding the devel¬ 
opment of Nintendo 64 games? 

"Not in our case. We get that argument from 
Amiga owners who think they're funding 
development of PlayStation and PC titles. It's 
a crazy argument. We don't choose what suc¬ 
cesses we have, the public does. The money 
from our biggest hit. Worms on the PC, will 
help produce games for the PlayStation, PC 
and Saturn." 

How many Ferraris are there in the Team 17 
car park? 

"None. There's a few nice cars, but nothing 
that flash." 



THE PUBLISHER 


Steven Hay, Corporate PR Manager, 

Ocean Software 

Ocean has been around since the earliest 
days of computer games. So are they raking 
in the money as publisher and distributor of 
Wormsl How much money do they make out 
of Worms and where does it go? 

"It's hard to give a figure because of the way 
Sony have slanted things. There's a bizarre 
system of a sliding scale, rather than a fixed 
percentage. A lot of the money goes on dis¬ 
tribution costs, packaging and posters, mar¬ 
keting costs. Then there's the actual cost of 
buying the finished product from Sony." 

Any idea what Sony are doing with the 
money? Surely no more than about 20% of 
their cut can be manufacturing costs? 

"I don't know how their fee breaks down, but 
you have to remember that with the PC there 
is no single force pushing the platform as a 
games machine. With the PlayStation, you've 
got someone doing that. Without Sony, we 
wouldn't be selling PlayStation games in the 
first place. At the end of the day we're not 
making much money from the games, but 
without Sony we wouldn't be making the 
games in the first place." 

Worms was ported over from the PC. Should 
it not be cheaper than a brand new game? 
"Development costs tend to be higher on the 
PlayStation, since the programming skills 
involved are new, whereas the PC has been 
around for ages and people know it inside 
out. Worms is selling at £40 rather than £45, 
but that's the retailers' decision not ours. 
They tend to cut the prices of the most popu¬ 
lar games, the key sellers, of which Worms is 
one. We are supplying the game to retailers 
at the normal price, they have chosen to cut 
their margins by £5." 

How many Ferraris are there out in Ocean's 
car park? 

"Only one. It belongs to Martin Kenwright of 
DID and he doesn't do PlayStation games. Do 
we spend our money on fast cars, cocaine and 
whores? No, we spend it on Ford Escorts, 
Solero ice creams and our mums' upkeep." 












...Okay, been around five selected British 
towns South of the Pennine Way, but you get 
the idea. What are you buying? What are you 
saving up for? And how much are you paying? 


MINiIttiliil 


THE DEALER 




"Any new release sells well. We shifted 130 
copies of Alien Trilogy on the first day of 
release. The Need for Speed, Magic Carpet and 
Actua Soccer have all sold loads. Even the not 
so popular games sell well. We get everyone 
from ten year old kids to sixty year old grand¬ 
parents buying PlayStation games. People 
are very aware of up-coming titles. Tekken 2 
is already building up a buzz, we had an 
import version in last week to show people. 
Resident Evil and F 7 are also being talked 
about a lot." 

Phil Cardin, Came 

THE PUNTERS 

"I've only got Worms 
WipeOut at the 
moment, but I'm 
looking to buy Alien 
Trilogy and Magic 
Carpet. The title I'm 
most looking for¬ 
ward to is FI. I don't 
mind paying £45 for a 
game, as long as the quali¬ 
ty justifies it." 

Peter , 25 

"I've had my machine 
since October and 
I've got seven games 
for it. X-Com is my 
favourite, I can't 
wait for the sequel. 

The majority of games 
don't impress me. The 
Need for Speed and Road 
Rash should cost less than £45 
because they've been ported 
over from another system." 

Scoff, 24 

"I've bought six 
games in the three 
weeks since I got my 
machine. I love 
sports games, partic¬ 
ularly Actua Soccer, 
and I'm looking forward 
to FI. I think £40-£45 is 
too much for games like 
Worms that have been 
ported from the PC." 

Peter, 23 



THE DEALER 



"Alien Trilogy has been belting out, selling 
four times as many copies as the company 
was expecting, but some titles haven't sold 
as well. I only joined the company recently 
and 1 was told that Actua Soccer was going to 
be a biggie, so we ordered loads. As it turned 
out sales were pretty modest, as with other 
sports games (eg Total NBA). Original titles 
tend to sell much better than conversions 
from other platforms." 

Daniel Allen, Came 

THE PUNTERS 

"We got our PlayStation 
the weekend it was 
launched. I'm into 
PGA Golf 96, and 
eagerly awaiting FI. 

I think £45 is a lot of 
money and games 
should cost less, but 
the prices are similar to 
the Megadrive and 
PlayStation games are a lot better. 

Philip , 37 

"I like NBA, but I don't 
like FIFA or Actua 
Soccerthat much. I'd 
like to see a better 
football game, a pin¬ 
ball game or FI. 

We've just bought 
The Need for Speed. 
don't think £45 is expen¬ 
sive, but if it was cheaper we 
could get more games 
Matthew, 10 

"I've got five games, 
buying one a month. 

I'm getting either 
Road Rash or The 
Need for Speed 
today. Roll on F7! If 
PC games are £25 
and CDs on mags are 
£5, why are Sony games 

£45? Maybe the 

machine is so popular 
they know they'll 
sell whatever 
the price." 
Richard, 22 






"Selling to the PlayStation market is very dif¬ 
ferent to other consoles. Everyone working 
in this branch owns a machine themselves 
and customers are of a similar age, so we can 
be a lot more honest when selling to them - 
if we say we've bought the game ourselves, 
we mean it .Alien Trilogy and, surprisingly. 
Worms are the big sellers. Resident Evil and 
F 7 are the most requested. I don't think 
Street Fighter Alpha will do all that well, it's 
just the same as X-Men." 

Steve Dunn, Electronics Boutique 


THE PUNTERS 



"I bought a PlayStation 
as soon as it came out, 
paying about £400 
for it. I've got 12 
games for it, and I'd 
buy a lot more if 
they were cheaper. 
They should be £30 
not £45." 

Tony, 40 




"Because I work here 
[EB] I can try games 
out in my lunch hour, 
so I know what to 
buy. I do think £45 is 
expensive, though I 
have seen pie-charts 
- when you see all the 
people who need to take 
their cut, you understand the 
price. But as a consumer, I think £20 would 
be a fairer price." 

Sfeve, 20 

"I'm buying a game for 
my friend. We both 
love Destruction 
Derby, so I'm looking 
for a road-based rac¬ 
ing game. As a motor¬ 
cyclist I'd like to see a 
realistic biking game. 

£45 isn't bad for a CD game, 
it's the same price as most cartridges." 
Scanlan, 23 
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THE DEALER 


"PlayStation games sell, Saturn 
titles don't. In terms of hard¬ 
ware, Sony sales have 
slowed down a lot. We still 
sell one machine a week, but 
everyone who wanted a 
PlayStation has probably got 
one now. Because it's an adult 
market, we tend to get more 
grief when a game (eg Street Fighter 
Alpha) doesn't come out on the advertised 
day - kids are used to slippage, older gamers 
aren't. Most wanted? Resident Evil and F 7." 
Stacy, HMV 





































THE PUNTERS 



"I've had my machine 
for six months. Tve 
only got Tekken and 
Destruction Derby at 
the moment. I don't 
really read the mag¬ 
azines to find out 
what's coming up, but 
I'd like to see a racing 
game with lots of options 
and different cars. Games are 
expensive, that's why I've only got two.'' 

RaVj 21 



"I think games are still 
very boy-oriented, but 
I don't know of any 
types of game they 
could do to entice 
women to play - my 
favourite game is 
Doom , which is not 
particularly 'girlie'! I 
think £25 to £30 would be a 
fairer price for games." 
Harmi22 



"I think £45 is about 
right for a really good 
game. I like beat- 
em-ups, but I think 
they're running out 
of different ideas for 
settings. I think 
gameplay is a lot 
more important than 
3D graphics." 

Robert, 24 



"Games should be £20 at 
the most. They know 
people want them so 
badly, they're just 
squeezing as much 
money as they can. 

Ridge Racer is my 
favourite title and I'm 
looking forward to 
Street Fighter Alpha. I hate 
football games." 

Sara, 20 



"I'm buying a machine next 
week after playing 
WipeOut on a mate's 
system. Alien Trilogy 
looks good, F 7 is the 
one to watch for. If I 
get three to six 
months of play from 
a game, I don't mind 
paying £45; £40 for the 
game, £5 towards the devel¬ 
opment of the next one." 
DouglaSj 26 


WHAT’S IN STORE? 

So what special offers and deals are available 
from the different High Street shops? Are 
games priced the same in every branch? We 
checked out prices and promotions and 
here's what we found... 

Virgin have a nationwide pricing system, so 
there are no regional differences and no spe¬ 
cial offers. Due to a dispute with Acclaim the 
availability of Alien Trilogy varies from shop 
to shop, with only half the company's stores 
having it in stock when we visited. 



THE DEALER 


"PlayStation games are outselling 
Saturn titles here by about 15 to 
1. Slippage, rather than price, 
is the main complaint. One guy 
bought a machine last week 
just to play Street Fighter 
Alpha , which was due out 
today. The release date has 
now been put back six weeks. 

The bloke came in this morning - 
he was none too happy. Die Hard 
Trilogy, Tunnel B1 and Viper are the 
most eagerly awaited titles. Hardware 
sales are still going strong. It was chaos 
in February, we were selling six to eight 
machines a week." 

Damien, HMV 



THE PUNTERS 

"I love Ridge Racer , but 
prefer playing it in the 
arcade where you 
get a steering wheel 
and it's more like 
real driving. I think 
they should bring the 
price of games down. 
They'd still make the 
same money as they'd se 
more copies." 

Russell, 26 



HMV have a nationwide pricing system. They 
sell PlayStation machines at £287, under the 
banner "the lowest price in town". There are 
no other special promotions. HMV was the 
only shop in Brighton with Alien Trilogy in 
stock when we called. 

Game has a 'Buy 2, Get 1 Free' offer running 
in many stores, but only for Pysgnosis games 
{Assault Rigs, Destruction Derby , 3D Lemmings, 
Novastorm). You can get a PlayStation 
with Mortal Kombat 3 for £300, or a 
hardware bundle featuring Assault 
Rigs, Air Combat and WipeOut for 
£380. [Dixons also has the 
£380 bundle.] 

Electronics Boutique were the 
only chain with wide discrepancies in pric¬ 
ing between different branches. Mortal 
Kombat 3 costing less new in Bristol than it 
did second-hand in Brighton. You can get 
games for less if you part exchange three 
Megadrive, 3DO or Super Nintendo titles, 
but there's price variations here too. Even 
where Mortal Kombat 3 sells for £45, the cost 
with P/X varies from £27 to £32. Some EB 
stores were offering their own hardware bun¬ 
dles. In Birmingham we found a PlayStation 
with Alien Trilogy, Actua Soccer and Discworld 
(the last two as second-hand games) selling 
for £365. The same pack, with FIFA '96 and 
Ridge Racer as the pre-owned titles, was 
£370. Quite a good ileal if you're looking to 
buy a machine and a few games. 

Beatties is a chain of toy shops with some of 
the best deals around. Mortal Kombat 3 is 
only £39, and WipeOut is only £10 if you buy 
it with the machine. If the thought of enter¬ 
ing a shop full of Sindy dolls frightens you. 


head out to Cardiff or Leicester, the locations 
of Beatties' Virtual Reality stores, which sell 
nothing but video games. Oh, and remote 
control cars. 

Woolworths was the only company with a 
special offer covering all their PlayStation 
titles. Buy any game and you get a chunky- 
looking PSX1 joypad for half price, ie £10. 

Other Retailers don't offer anything out of 
the ordinary, apart from independents sell¬ 
ing expensive imports and cheap second¬ 
hand games. Many branches of WH Smith 
and Our Price no longer stock video games. 

MORTAL KOMRAT 3: 

PRICES 



£50 

Woolworths 

£50 

Game 

£50 

HMV 

£45 

Dixons 

£45 

Electronics Boutique* 

£45 

Beatties 

£39 



MVE, Manchester 

£40 

MVE, London 

£30 

Computer Exchangef 

£28 

TCM, Brighton 

£25 

* Except Bristol branches (£39) and 

London 

branch (£50). 



f Same store (London) also has copies priced 
at £35. 

THE PRICE IS RIGHT? 

He's the European President of a major soft¬ 
ware publisher, responsible for one of the 
PlayStation's biggest selling titles, but he's 
not happy. He thinks the games should be 
selling for a lot less, perhaps as little as £20. 
He's not alone. A quick straw poll finds lots 
of other publishers and developers feeling 
the same way. "Blame Sony for the price of 
games," they say. Off the record, of course - 
they have a business relationship to sustain. 
They discuss how much cheaper they'd be 
able to sell games if they didn't have to pay 
the Sony licensing fee on each copy. 

Sony argue, with full justification, that 
they put a lot of money into the development 
of the hardware and if it wasn't for them the 
system wouldn't exist in the first place. So do 
the publishers wish the PlayStation had never 
happened? Are the software sales taking 
away from PC sales, which the publishers 
would have made more money on? Or is it a 
completely new market in which the publish¬ 
ers are making money from customers they 
wouldn't otherwise have? And when the pub¬ 
lishers say that without the Sony fee they'd 
be selling games cheaper, in the real world 
wouldn't they still sell games at the same 
price, adding the money previously paid to 
Sony to their own profits? 






























BOTH SIDES OF THE 
LAW 

So what options are open to the publishers if 
they really want to break free of the Sony 
agreement? Well, they could take the matter 
up with the Department of Trade and 
Industry, as long as they didn't expect the 
matter to be resolved this millennium. Three 
years ago the DTI instructed the Monopolies 
and Mergers Commission to investigate the 
pricing of Sega and Nintendo cartridges. The 
report took two years to complete. So what's 
happened in the 12 months since then? The 
Office of Fair Trading has been, according to 
a spokesman, "negotiating with the console 
companies for certain undertakings." Oh, 
yeah, right... 

The second option is for the publishers to 
manufacture their own PlayStation CDs. 
There are legal and practical constraints on 
this - the Sony CDs being designed in such a 
way as to make them hard to pirate, and 
therefore also hard for another company to 
produce. Any such move might also result in a 
legal wrangle. One company with past expe¬ 
rience in taking on the big companies is 
CodeMasters, whose first PlayStation game, 
Sampras Extreme , manufactured by Sony, is 
due out shortly. CodeMasters had an epic 
legal battle when Nintendo took them to 
court over a device for entering game cheats 
- CodeMasters won millions of dollars. They 
were also the first company to start manufac¬ 
turing their own Sega Megadrive cartridges, 
putting their games out at £10 below the 
normal prices. 

So are they planning a similar skirmish with 
Sony? "No," says Codies Marketing Director 
Richard Eddy. "Sony have been nice to us, 
they were keen for us to come and work for 
them. Hopefully one day, when the size of 
the market expands, the price of the games 
will come down. We were able to launch 
250,000 copies of Micro Machines 2 on the 
Megadrive in Europe. The Sony market isn't 
up to that size yet. Also bear in mind that the 
PlayStation owner is older, probably in their 
Twenties and working full-time; the sort of 
person who will pay £45 for a top to wear on 
Saturday night can afford to pay that for a 
game. Sony are very good to work with and 
they've created a highly successful and desir¬ 
able machine. We like them. Anyway, we're 
bored stupid of legal battles now, they take 
over the entire company and turn producing 
games into a secondary thing." 

Historically, the control which hardware 
manufacturers have exercised over software 
prices has lessened as the market has 
matured. The games have also tended to 
become cheaper as hardware ownership has 
grown. Sony aren't prepare to discuss such 
possibilities at this juncture, but anyone who 
still thinks that £45 for a game is too much to 
pay should consider this... There is a parallel 
dimension where PlayStation games cost only 
£25 each - unfortunately, it's a dimension 
where the machine itself doesn't exist. 

STOCK EXCHANGE 

One option available to those who think £45 
is too much to spend on a game is to use one 
of the specialist exchange shops that are 
springing up around the country. You can 
trade in your old game for another one. If you 
go for another second-hand title, you'll only 
need about £10 in hard currency to complete 
the deal. Bargain! 

So does everywhere give you the same 


price for your game? Actually, no. We 
phoned 15 different outlets across the coun¬ 
try, telling them we wanted to sell or 
exchange a copy of Alien Trilogy. The prices 
we were quoted varied hugely, with 
exchange values at every point from £12 to 
£30. Even shops within the same chain 
(Electronics Boutique, MVE) offered notice¬ 
able regional price differences, with the EB 
store closest to their head office offering the 
best deal! The rule is: shop around for the 
best price in your area. 

Bobby Dudani is managing director of 
London's Computer Exchange, which was not 
only the most generous store in our test, but 
is also the country's longest-running games 
exchange shop. "I'm not surprised we 
offered the best prices," he says, "and no, I 
don't think we should be offering people 
less. For an independent store to survive in 
business you have to build up a strong fol¬ 
lowing. I'd rather we made £5 out of a cus¬ 
tomer who comes back twenty times, than 
made £20 out of a single visit." 

Electronics Boutique has become the first 
High Street chain to start exchanging games. 
"Things are improving, but their exchange 
rates are very poor and they do tend to rip 
people off," alleges Bobby. "They have stat¬ 
ed that second-hand sales represent only 5% 
of turnover in America. They see it as a 
peripheral business, manipulating the 
exchange to make more money." 

Is this true, John Steinbercher, Chief 
Executive of the Rhino Group (owners of EB)? 
"That percentage is correct for America, but 
in the UK the figure is higher. What we offer 
that independents don't is multiple trade- 
ins. You get £18 off a PlayStation title if you 
trade in three Megadrive games. How many 
independents would give you six quid for 
Sonic 7, for instance? I think the indepen¬ 
dents benefit from EB's exchange policy. As a 
High Street chain getting involved in 
exchanges we help legitimise the whole con¬ 
cept of exchanging games, helping to erode 
the car boot sale image the second-hand 
market has." 

Yours is the only chain where prices differ 
between branches. Why does Mortal Kombat 
3 sell for £50 in London, £45 in Birmingham 
and £39 in Bristol, less than the pre-owned 
price (£40) in Brighton? "We have a price 
matching policy, where the store manager 
can lower the price to match that of local 


competitors. No manager can raise the price. 
The price matching policy applies to pre¬ 
owned games as well. We'll match other 
retailers' second-hand prices with our own." 
Your exchange value list offers customers a 
£12 trade-in value for Alien Trilogy. Bit low, 
isn't it? "That price is low and doesn't reflect 
the value of the game. The man that dealt 
with our pre-owned prices was poached by a 
supplier recently and the list hasn't been 
updated." Some branches offered more; £15, 
£18, in one case, £20. The further South the 
store was, the more they offered. Is this a 
deliberate policy? "I would say that the ones 
you hit that offered £18 or £20 had the 
smarter manager who realised there was a 
mistake on the list. The price for Alien Trilogy 
will be changed on our next one." 

MAIL OF THE SPECIES 


So you want the latest game for less than the 
retail price? The easiest option is to use a 
mail order outlet. But just how do they offer 
the games at discounted prices? We asked 
Jason Harris of Special Reserve. "We have 
lower overheads, basically. I do think the 
High Street stores are going to cut their 
prices as the Play-Station builds up a bigger 
presence there. They're going to want peo¬ 
ple to buy from them rather than from us. We 
sell games from £30 to £45, which I think is 
good value for the quality of the games. I 
own a machine myself and buy from here." 

People tend to be wary of ordering from 
mail order outlets as you hear horror stories 
about fly-by-night companies cashing the 
cheques and running off to the Bahamas. "I'd 
advise people to use an established firm. 
We've been in business for ten years and 
there are other companies who have been 
around almost as long. It ruins the good 
image of reputable companies when a fly-by- 
night rips people off. It's hard for those peo¬ 
ple to trust mail order again." SR's advert in 
the March issue of PlayStation Plus has Tunnel 
B1 and Viper on offer for £38, yet they aren't 
due till November. "We state in our small 
print that some games may not be available 
yet. If someone asks if we've got a game in 
stock and it hasn't been re-leased yet, we'll 
tell them the release date if we know it. They 
can order it and we'll send it to them when 
we get it." 


ALIEN TRILOGY: OFFERS 

P/X 


CASH 

Computer Exchange, London 

£30 


£20 

Ross Records, Portsmouth 

£25 


£20 

Vision, Leeds 

£25 


— 

Showtime Video, Brighton 

£20 


£16 

308 Games, London 

£20 


£15 

MVE, Manchester 

£20 


£15 

MVE, London 

£20 


£10 

Jive Consoles, Loughborough 

£20 


— 

Electronics Boutique, Woking 

£20 


— 

TCM, Brighton 

£18 


£15 

Electronics Boutique, Bristol 

£18 

1 

— 

Games Exchange, Bristol 

£16 


£14 

Electronics Boutique, London 

£15 

! 

— 

Electronics Boutique, Manchester 

£12 


— 

Electronics Boutique, Aberdeen 

£12 

1 

— 
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playing it, I thought it was okay but by the 
time I had reached Level Three, I'd become 
very disappointed with it. Apart from lacking 
any of the atmosphere of Doom , I found that 
the ammo was almost nowhere to be seen. 
But the major problem with the game is the 
amount of ammo you need to use against the 
Aliens. I have read loads of reviews, all saying 
how good this game is, but I found it was 
impossible to play. In the end I went back to 
the shop and exchanged it for Magic Carpet - 
100% better than Alien Trilogy. 

Paul Baker, Birmingham 

Did you really give Alien Trilogy much of a go? 
The spare ammo and higher-powered 
weapons are there, but need to be searched 
for a little harder than their easily-located 
counterparts in Doom. 




Send your views and comments to: 
Plus Points, 

PlayStation Plus, 

Priory Court, 

30-32 Farringdon Lane, 

London, 

EC1R3AU 

playstation@cix.compulink.co.uk 


RLIEN-RTED? 

I recently purchased Alien Trilogy and I've got 
to say its one of the best games ever! I 
bought Doom a while ago and, although hav¬ 
ing recently completed it - finding it an 
excellent game. Alien Trilogy just seems to 
add something that Doom lacked. At first it 
seemed a bit difficult to get used to the con¬ 
trol method (because I've got familiar with 
Doom), but later on this seems to add to the 
realism of the situation. The way you find 
yourself running away from things in actual 
fear of the creatures on screen... I think I've 
been watching too many horror films. And 
the Queen alien... this has to be seen. For 
any Alien fan or film fanatic or PlayStation 
owner for that matter, this game is a must. I 
say lets have more movie tie-in games; it's 
great to see film companies backing games 
development, and it's even better to see 
they've given up on the old Sega-type "play 
forty minutes of FMV, then press a couple of 
buttons, and then watch more..."Ml definite¬ 
ly consider buying Die Hard Trilogy. 

Mart, E-Mailed from Stafford 

Since Christmas I have become a great fan of 
Doom which I think is the best game of '96 so 
far. After reading what PlayStation Plus said 
about Alien Trilogy I sought out the game 
because it was similar to Doom. When I began 



MONEY TRLK5 

As one of the people who started this run¬ 
ning topic in Plus Points , I feel I ought to once 
again contribute to the debate. 

Tim Kemp's letter (Issue 7) was very well 
argued but also seemed a bit naive. Develop¬ 
ment costs are not the underlying reason for 
the "high" price of PlayStation games. Most 
of these games have differing development 
costs, as Tim points out, yet prices are all 
around the £40-£45 mark. So it can't be this 
alone. Tim asked why Doom and Worms cost 
so much and then went on to say that he 
bought them both, at those prices he 
bemoaned. Not only was this a tad hypocriti¬ 
cal but proves the games publishers' theories 
to be spot on. 

If Tim were selling a product for £45 and 
had thousands of interested would-be buy¬ 
ers, would he decide to bring the price down 
to £30 because "that's all it's worth"? No, 
he'd probably up the price - I certainly 
would, and I'd be following every marketing 
and sales model. 

Games publishers are not in the industry 
just to make great games for the buyers' ben¬ 


efit. They're in it to make money. They do 
this by making these great (and not so great) 
games. They are not greedy monsters whose 
only wish is to rip us off. It's a business. 

Would Namco, Psygnosis etc, after seeing 
their sales figures for Tekken, Ridge Racer 
Revolution and so on, look back and think 
"Hey, maybe we should have knocked £15 off 
the price"? Does anybody out there really 
expect them to? 

Now of course not all games are as good as 
Tekken , Doom etc and so confronted by these 
substandard not-worth-the-price games, I 
would just exercise my consumers' right and 
not buy the ones I don't think are worth it. 
However, when I'm kicking the crap out of 
Heihachi or facing a cyberdemon with my 
BFG, the last thing on my mind is "if only this 
had cost £30!" 

MrT P Fan, Still out there 

I noticed in Issue 7 the questions raised 
about the policies of pricing games, which 
included comments about our game. Worms. 

Firstly, I'd like to say that as developers 
only (note that we are not te publishers, on 
PlayStation) we have absolutely no control 
over the retail price. 

Secondly, I'd like to say that PlayStation 
production costs are way beyond the cost for 
a typical PC title, hence the usual £5-£15 
price difference. As far as I know, it would be 
extremely difficult to release a title for any 
less than £39.99 rrp on the PlayStation. A lot 
of people assume that all this goes directly 
into the coffers of the softcos, but the truth 
is far different. 

Retailers have a healthy mark-up, the dis¬ 
tributor the same, the publisher being liable 
for production costs (20-30% of rrp, typical¬ 
ly, including licence fee from Sony), then 
there is marketing (typically 10% of the 
wholesale price) and actual development - 
hopefully leaving some profit at the end of 
the day. 

Whilst I can empathise with the reader's 
comment regarding Worms and "production 
value" (ie the fact that it's not massively 
enhanced for the PlayStation), we wanted to 
get a really playable game out there as quick¬ 
ly as we could, as close to our other versions 
in release-time terms. I would also like to say 
that we consider Worms to be terrific value 
for money as the reader correctly indicates 
he will still be playing the game in 12 months 
from now - how many other current 
PlayStation titles can you say that about, 
including the ones that look fab and groovy? 

I'd also like to take the opportunity to say 
that two other titles currently in develop¬ 
ment for the PlayStation, which utilise the 
machine's superb architecture directly, are 
likely to emerge in the same pricing bracket 
as Worms, so it all comes down to market 
forces in action and not greedy publishers - 
although I realise that when you're splashing 
out £40-£50 , you have to consider your 
actions very carefully. 

Martyn Brown, Team 17 Development Director 

DOOMED RORIN 

Got another Doom problem for you. Level 29, 
Twilight Descends: there's a long stretch of 
grey wall that cuts across a blue lake. On top 
is a megasphere and health bottles. How do I 
get up there? 

David Tranter, Sheffield 

Grab the Gold Key. Monsties attack from the 
L-shaped corridor that opens below you. 

Dash through, kill 'em all and run directly 
onto the teleport. And there's your sphere. 












"There are certain restrictions about running 
pirated games" indeed!! Heavy fines for 
owning or handling pirated games for 
instance, prison sentences for selling them - 
and they're also incomplete and crap. 


Something which I think would really interest 
game players is a film conversion of a game... 
but not using actors. Actually using the real 
graphics from a game like Tekken. Look how 
successful Toy Story is and it was made using 
computer graphics. I'd like to 
see a Tekken movie made in 
this way. 

Andrew Azzopardi, London ^ 


The most frequently asked questions 
of this month are once again met with 
straight answers. 


I have been reading games magazines for 
more than a decade now, having survived the 
8bit and 16bit ages (perhaps Namco would 
like me as a museum piece!). However one 
thing I have noticed, as a PlayStation owner, 
is the vast amount of poor quality games that 
are available. Now, I think we have just as 
many excellent games as any other console - 
WipeOut , Tekken, X-Com: Enemy Unknown 
4 and others. What other consoles don't 
seem to have is the plethora of sub-stan- 
* dard releases that detract from the decent 
games they share store shelf-space with. 

With the PC market as it is, nothing can be 
done to stop independent publishers from 
releasing shoddy games on what is an easily 
obtainable medium, but with the PlayStation 
titles, couldn't Sony regulate the releases 
better? Games like Street Fighter: The Movie, 
Novastorm and Kileakthe Blood should never 
have been released. People who buy Play¬ 
Stations don't want to play conversions of all 
last year's Japanese games. The PlayStation 
would look a far tastier buy with only half a 
dozen top titles on the shelf, rather than thir¬ 
ty - most of which are crap. 

I don't mind that Psygnosis are converting 
their titles for the Sega saturn - competition 
is good and it might keep Sony on their toes! 
But if the PlayStation is to continue as the 
top console, Sony had better stop flooding 
the market with poor quality software, and 
make their superior titles stand out more. 
Darrell Till, Lancashire 


What are CT Interactive’s plans 
for the forthcoming Mortal 
Kombat Trilogy? Will it be three 
separate games on one CD or 
do Williams have something dif¬ 
ferent planned? 


The unthinkable has hap¬ 
pened - my beloved 
PlayStation is not a i 
well machine. It 
seems that once it's 
been on for about 
an hour playing the 
same game, a prob- 
lem arises when m 

loading a new disc. It 
just won't load. Let it 
cool down a bit, and no 
problem. It's not been 
near anything like a lot 
of electrics or high heat 
- only the best treat¬ 
ment for my PlayStation. 
Anyway, it's off getting 
cured now, but has any¬ 
one else had this problem? 
So while it's off having its 
operation, I suppose me 
and the mates will have to 
go back to the 16bit fun, 
but it won't be the same. 
Eddie Lowden, Glasgow 


The plans regarding the Trilogy CD are 
shrouded in secrecy at the moment, but 
a number of interesting stories have 
started to reach us. According to two 
separate sources, the CD will feature 
separate versions of each game as stat¬ 
ed in our news story two months ago, 
but a new rumour has begun to circulate 
stating that it will be one basic game 
but offering all the characters and back¬ 
drops from the three games. As such, 
this latter idea would allow the player 
to select the likes of the original Kano 
from MK and pit him against the 
enhanced Kano from MK3. A secondary 
question we are asked is regarding the 
inclusion of Ultimate Mortal Kombat 
characters in the CD. If the three games 
are compiled it seems very likely that 
MK3 will be the enhanced version (bear¬ 
ing in mind Sony own the rights to the 
original code), and if the second idea of 
merging the characters appears then 
the Ultimate characters are bound to 
make an appearance. 


Altogether now: ahhhh 


I like Ridge Racer Revolution. I 

want to buy it. But I will only 

do so if you answer this 

question: having not bought 

the original, could you 

please tell me if the original 

track can be accessed in single player 

mode in Ridge Racer Revolution? 

Hagop Kassabain, Streatham 


I've noticed that the PlayStation games mar¬ 
ket is becoming very stifled with platform 
ers, sports sims and beat 'em ups. I feel more 
strategy games should be developed for our 
machine. I realise that the other genres are 
probably the most popular but a wider choice 
would be a good idea. 

And as the mouse produced for the 
PlayStation would seem to have so much 
potential, it's a shame that it's only being 
used on two or three decent-ish games such 
as Worms, Discworld and X-Com: Enemy 
Unknown. 

Dale Batham, Bucks 


Do Reclaim have any plans to 
release a sequel to D? 


Developers Warp were planning a 
sequel for D for the Sony machine, but a 
recent dispute with Sony of Japan has 
seen Warp completely abandon the 
PlayStation. As such, unless Acclaim 
find someone to convert the code from 
the planned Saturn and 3DO versions, it 
seems unlikely we'll be seeing a sequel. 


No, only in link-up mode 


So many forthcoming games such as Resident 

Evil, Street Fighter Alpha, Darkstalkers and 

Adidas Power Soccer get delayed by a few 

weeks. Or months. Yet 

they're out in Japan. Why is 

this? I know that the 

PlayStation has been available 

longer in Japan but new games should 

come out simultaneously in Japan, ^ 

America and Europe. Conversely, 

why has Alien Trilogy come out I 

here before it appeared in Japan? ■ 

Due to all of this, I have even 
thought about pirating 
Japanese/American software but 
found out that there are certain 
restrictions about running 
pirated games. So basically 
Sony need to get their skates on i 
regarding release dates because 
people will be eager to play 
titles such as Resident Evil - and J.43| 
this could lead to pirating, as :M 
these versions of the game / f 
are cheap and available (if JM 
you know where to go) /Av 

months before the so-called 
release dates. 

J Barker, Durham 


Rre ER planning a sequel to 
FIFR fi 9E s and if so when is it 
due out? 


EA have recently confirmed that they 
are preparing FIFA '97 for the 
^ PlayStation (see the news story for 
more details). In addition to promising 
'radical new game content' and 'some¬ 
thing completely different from the 
existing game', EA have also secured 
the rights to use the voices of Andy 
Gray, Des Lynam and John Motson who 
will provide running commentary and 
analysis of the matches - which leads us 
to believe EA may be attempting to 
recreate the 'Magic Pen' effect Andy 
Gray uses on Sky matches... 


When is Tekken Z scheduled for 
a UK release? 


Sony are handling the distribution of 
Tekken 2 for Namco, and the game is 
pencilled in for a September release. 
Sony are also working to counter the 
slow-down problems that plagued the 
PAL version of the first game. 


PLU5 POINTS 
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essary. No cash alternatives will be given. The Editor's 
decision is final. Prize winners will be notified if they have 
won a prize. Please do not call the editorial number with 
queries regarding competition prizes and their delivery. 
PlayStation Plus is the exclusive copyright of EMAP Images. 
Any duplication, transmission in any form, or use of the 
text or pictures contained within the magazine without 
prior permission will result in legal action. 

PlayStation Plus is an independent publication, and is in no 
way endorsed by Sony Computer Entertainment. Whilst we 
have acknowledged copyright holders whenever possible, 
if we have failed to do so please contact us and we will rec¬ 
tify the oversight. 

PlayStation Plus is an EMAP Images publication. Other 
Images titles are: Mean Machines Sega, Sega Saturn 
Magazine, Nintendo Magazine System, Maximum, CVC, and 
CU Amiga. 
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The E3 Expo in Los Angeles is the show where t 
the ultimate home game system is reaffirmed, 
are unveiled, and word has it Sony have a few more accessories up thefr 
corporate sleeves. Needld&To say, PlayStation Plus will be there altd ou 
ull report will be the centr^fece of next month's Issue. ^ 


IQ: ON SHLE JUNE 22ND 

PlayStation Plus is selling out fast, so reserve a copy of the ultimate guide to the PlayStation by handing the fol¬ 
lowing form into your local newsagent: 


Please reserve me a copy of PlayStation Plus: 


NAME: 


ADDRESS: . 
POSTCODE: 







ATTENTION! TRUE OR FUSE? 


Please answer the following 

M2 IS A MOTORWAY! 

ULTRA IS A WASHING POWDER! 
JAGUAR IS A BIO BUCK PUSST CAT! 
SATURN IS A PLANET! 

PLAYSTATION IS THE BEST GAMES 
CONSOLE IN THE UNIVERSE 


TRUE FALSI 
□ □ 

□ a 

□ Q 

□ Q 


Q Q 


ACCESSORIES 

1. SONY JOYPAD £24.99 

2. SONY MEMORY CARD £19.99 

3. SONY MOUSE £24.99 

4. SONY CARRY CASE £19.99 

5. SONY LINK LEAD £19.99 

6. SONY EURO SC ART CABLE £34.99 

7. PDL AV SCART CABLE £19.99 

8. NEGCON PAD £44.99 

9. ASCII PAD £24.99 

10. ASCII JOYSTICK £49.99 

11. JOYPAD EXTENDER LEAD £7.99 

12. STEREO PHONO LEADS £4.99 

13. PHONO SCART CABLE £7.99 

14. RF UNIT FOR UK PSX £24.99 

15. ANTISTATIC MAT & CD CLEANER £4.99 


WE HAVE mm IN STOCK 

Official UK 
Sony 

PlayStation 



$$**’£ 279.99 


COMPUTER 

ENTERTAINMENT 


MERE IS JUST A SELECTION OF SOME OF THE GREAT TITLES AVAILABLE OTHER TITLES 


ACTUA SOCCER 

39.99 

MORTAL KOMBAT 3 

39.99 

TRUE PINBALL 

39.99 

ACTUA GOLF 

39.99 

TEKKEN 

39.99 

TILT 

39.99 

ALONE IN THE DARK 

39.99 

PANZER GENERAL 

39.99 

TWISTED METAL 

39.99 

CHESSMASTER 3D 

39.99 

PARADIOUS 

37.99 

WARHAWK 

39.99 

DESTRUCTION DERBY 

39.99 

PGA GOLF '96 

39.99 

WING COMMANDER 3 

44.99 

DISC WORLD 

39.99 

PRIMAL RAGE 

39.99 

WIPEOUT 

39.99 

DOOM 

36.99 

RAIDEN PROJECT 

37.99 

WORMS 

37.99 

EXTREME SPORTS 

39.99 

RAYMAN 

39.99 

WORLD CUP GOLF 

37.99 

ELEVENTH HOUR 

39.99 

RIDGE RACER 

37.99 

SAMPRAS EXTREME TENNIS 

39.99 

FIFA '96 

39.99 

RIDGE RACER REVOLUTION 

39.99 

BOXERS ROAD 

39.99 

GOAL STORM 

39.99 

ROAD RASH 

39.99 

THUNDERHAWK2 

39.99 

HI OCTANE 

39.99 

SHOCKWAVE ASSAULT 

39.99 

JOHNNY BAZOOKATONE 

39.99 

KRAZYIVAN 

39.99 

STARBLADE ALPHA 

39.99 

ONSIDE 

34.99 

LOADED 

39.99 

STRIKER '96 

39.99 

PROJECT OVERKILL 

39.99 

LONE SOLDIER 

34.99 

MICKEY MANIA 

39.99 

X-COAt ENEMY UNKNOWN 

39.99 

MADDEN '96 

39.99 

VIEWPOINT 

39.99 

TOTAL NBA '96 

39.99 

MICRO MACHINES 3 

39.99 

ASSAULT RIGGS 

39.99 



NHL HOCKEY'96 

39.99 

THEME PARK 

39.99 

pppp^ 

YSRY 

FREE STEREO PHONO LEADS with every game ordered. 


SPECIAL 

AV Start Cable ONLY £14.99 when part based with game. 


OFFERS 

Jeypad Extenders 2 ter £9.99 





POWERSERVF TENNIS 
DESCENT 
ALIEN TRILOGY 
AGILE WARRIOR 
BATMAN FOREVER 
CASTLEVANIA 
C00LSP0T3 
CREATURE SHOCK 
DARK STALKERS 
DRAGONS LAIR II 
INCREDIBLE TOONS 
M0T0RT00N GP 
MYST 

NASCAR RACING 
RISE OF THE ROBOTS 2 
SHREDFEST 
SLAYER 

STREET FIGHTER 
ANIMATED 
SYNDICATE WARS 
WARHAMMER 
WATERWORLD 


X-MEN C OF ATOM 
ZOOP 

ZORK NEMESIS 
NBA IN THE ZONE 
SCOTTISH OPEN 
GOLF 3D 
TOY STORY 
ZERO DIVIDE 
CLAYFIGHTER 
T0HSHINDEN2 
RESIDENT EVIL 
ADIDAS POWER 
SOCCER 
CRITICOM 
NAMCO MUSEUM I 
AH-64D LONGBOW 
FADE TO BLACK 
TOP GUN 
DEFCON 5 
EARTHWORM JIM II 
NEED FOR SPEED 
INT CHAMP SOCCER 



MAIL ORDER DIRECT ON 

01442 279700 

217 LONDON ROAD * APSLEY • HE MEL HEMPSTEAD • HERTS HP3 9SE 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE 


Cheques/Postal Orders payable to: 

Playstation Direct Limited 

Postage & Packing 

SONY PLAYSTATION MACHINE £5.00 
Software and Accessories FREE 

10 TELEPHONE LINES 
Open 10 a.m.-7 p.m. 
















SPACE HULK 






























